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= er ee. 
however, the picturesque mood has been deadened as the 
occupant, Darth Tyranus, moves into his personal chamber to 
receive an incoming holo-message. 





: The image is of a cowied figure with thin gaunt features that 
: beie a terrible power. The summoner is Darth Sidious. the 

: Master of the Sith Sidious informs Tyranus of the Bando Gora 
> and their threat to stability of Sidious’ own machinations. 
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: fica fan (elie, ai dignlee preci: Sed weict be wiped 

: from the galaxy Sidious wonders why Tyranus didnt wipe the 
: Bando Gora's leader out when he had the chance It wes an 

: experiment, and one that has failed: the deranged Jedi in 

: charge of the Bando Gora must be eiminated 





But what of the Clone Army? Sidious requires a host form 

perhaps taken from the galaxys most brutal and dangerous 

mercenaries. Darth Tyranus vows to complete both the tasks 
he has been given with a single stroke. Sidious looks forward 
to completing Tyranus’ training personally. 


Let the Hunt Begin! 
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= Gearing Up and Tracking Down the Galaxy's Most Wanted 





Welcome Jango! Even an 
esteemed bounty hunter such as 
yourself may need additional! 
knowledge about the capture of 
A subjects and the blasting of 

ne‘er-do-wells. The following 
section informs you of the many 
game options, helps you decide which weapons and devices to 
use, and illustrates 2 variety of combat maneuvers. 


—s Card 


ou need a memory card, so slot one in. You begin at the Main 
menu. Ether view the combat footage, or just press Start. 





This brings up the memory card game Location Menu screen, 
where you can choose one of the two memory card slots. From 
here, 2 game set-up file is created. Once you're happy with this 
set-up, any seve-game data is automatically loaded. 


Select Game 


Select Game allows you to choose one of up to eight saved game 
siots to play. This game hes no difficulty settings. so use the 
remaining games if another player is using your memory card or 
you want fo run two games concurrently (such as one to play 
thro and one to play through and collect all the secondary 
es}. 











bount 

The Select Game screen allows you to erase your game, load 
another memory card, rename the game, or play the game that's 
highlighted. This screen shows the name of the level reached, the 
number of in-evel bounties collected, the total credits earned 
Guring the game, and the time teken. 


= Menu Screen 


Next, you enter the Jango Menu screen, where you can Play 
Game, enter Options, view Game Stats, or see Bonus Items. You 
can also attempt to decipher the strange messages floating about 
the screen. These are written in a language called Aurebesh- 


Play Game 


This tekes you to 2 Mission Select screen, where all of the levels 
you have previously completed are stored and can be replayed. 
Also listed are the number of secondary bounties you've 
collected, the total bounties available, and whether you've 
collected the Mandalorian feather icon (or level secret). 





Options 
Here you can fiddle with gameplay nuances. These options affect 
only the loaded game, not the saved ones. 


Controller Setup 


The controller functions are mapped and cannot be changed from 
the default. You can, however, flip the Y-axis to “Yes” or "No" 
(default is “No*), or turn your joypad's vibration function “Off or 
“On (default is “On"). 


Bounty Hunter Training 














Y-axis, you look down (rather than up) when 


;- Some players prefer this. 
naffected. Decide your 
this cannot be changed in-game. 


Audio and Video Options 


Here you tweak the sound and image quality. The first three 
options are Music, Sound FX (the sounds of blasters firing, and so 
on), and Voice (in-game chatter). Keep both Sound FX and Voice 
levels higher than the Music to help you locate enemies. 
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You can choose Mono (single sound), Stereo (from left and 
right independent channels), or Dolby (multiple channels). Default 
is Stereo. Make sure your system supports Dolby before you 
select it! Using Stereo or Dolby sound is preferable, as you can 
determine an enemy's location from the sound's direction. 


The Text option allows you to switch messages "On" or “Off" 
(default is “On"). Keep this on unless you don't want to read what 
allies or enemies are saying to you. Finally, Progressive Scan 
allows you to view the game in 480 lines of resolution, but only if 
your television has this feature, and you have the appropriate 
cables (see the game manual for details). 


Code Setup 


Game codes are inputted here. You are encouraged to type in 
words and phrases associated with Jango Fett or the Star Wars® 
universe in general. Who knows, you might unlock something 
amusing. Or strange. Some of the game's codes are shown later 
in this guide. 


Restore Defaults and Credits 


Choosing the Restore Defaults option restores the game options 
to the standard default. 


The Credits can be viewed against the infamous star-field 
background. Check out those responsible for this masterpiece! 


Game Stats 


Check this screen to see how much total play time Jango has 
taken. Underneath that are the totals for number of completed 
levels, secrets, enemies killed, innocents killed, and secondary 
bounties killed or captured. The number of enemies killed or 
captured fluctuates as enemies continuously appear in some 
areas. The number of secondary bounties totals 150. Not all 
bounties should be captured alive or dead; this information 
reflects this. 


At the bottom of the Game Stats are your Total Earnings (how 
many credits you accumulate for the secondary bounties) and 
Notoriety Ranking (how many secondary bounties you claim 
correctly and how few innocents you dispatch). How to amass 
impressive statistics is detailed in the "Jedi Mind Tricks" section. 


Bonus Items 


Enter this screen to view all the secret items and data unlocked 
during play. The exact method for unlocking all these bonuses, 
and how many items there are in total, is an ancient Mandalorian 
secret—refer to the back of this tome for the answers! 
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Wizards of the 
Coast TCG eras 


Dark Horse Comic Book 





During the game, you can 
peruse panels from Jango 
Fett's further adventures. 


After level completion, 
collectible cards from the 
Star Wars universe are 
yours to view. 


Concept J Art” Outtakes 





After you fulfill certain During the course of this 

obligations, you can view adventure, check here for 
masses of concept art from_s‘ six sets of humorous 

this game's creation. outtakes from the game. 


Study Aurebesh (the Trade Federation’s language) carefully 

prior to the bounty hunt—clues and information are shown in 

this language throughout. Familiarize yourself with this script; 
__there’s no telling when you'll need to decipher codes! 


= | Maneuvering Jango 






During the 18 missions, Jango 

can maneuver in some unique 

§ ways. The basic controls for 

moving h um, anc the maneuvers 
re 


using the iterns he carries, a 


Skip Cutscene 

Options (while paused) 

Select Weapon 

Highlight Menu Item 

Scroll Message Log 

Jet Pack Thrust 

Crouch (Toggie) 

Roll (if locked) 

Rotate Camera (third person) 

Change Zoom Level (first person) 
Change Vision Mode (first person only) 
First-Person Mode 

Lock-on Target 

Fire Weapon 

Jump 

Dodge (if crouch locked) 

Accept Menu (while paused or at Menu) 
Skip Cutscene 

Contextual Action 

Back (while paused or at Menu) 


Weapon/item Select 


Weapon Menu 





Skip Cutscene 

Options (while paused) 

Select Weapon 

Highlight Menu Item 

Scroll Message Log 

Jet Pack Thrust 

Crouch (Toggle) 

Roll (if locked) 

Rotate Camera (third person) 
Change Zoom Level (first person) 





PlayStation 2 Control Settings 


Dodge (if crouch locked) 
Accept Menu (while paused or at Menu) 


Skip Cutscene 


cuon 


a at 


| Although the walkthrough 
on discusses specific 
bat situation. 
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In-Game HUD (Heads Up Display) 


The following information shows every different element to view 
the hunt and advice on reading these instruments. Some 


information appears only at certain times—hence the two 
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a) Jepack fuel: you have three seconds of fuel unless you collect 
extra. This replenishes (unless you've collected extra). 


6 Current Weapon/Item: the weapon/item presently in use. Flick 
between your inventory to use any weapon/item. 


6 Marked Bounty Icon: only present after you ID scan and mark 
your enemy, if they have a bounty. 


4) Targeted enemy: the enemy your weapons are targeting. 


Buiuiew, w}uUnH fizunog 


6 Enemy Health: how healthy your enemy is. 
6 Jango Fett's Health: how healthy you are. 
7) Incoming Transmission: information or hints from a friend. 


Non-enemy location: some entities are harmless, but may be 
dispatched for sport. 


Item Location Viewpoint 


6 Selected Item: flick to this and release to use. 


© Other Items: flick to this and release to use. 


First Person Viewpoint 


@ Targeting Reticule: manual targeting. 


First-Person Viewpoint (Sniper Rifle) 


2) Targeting Reticule: zoom in and out. 


First-Person Viewpoint (ID Scanner) 


6 Bounty Targeting Reticule: zoom in and out. 
14) Target without bounty: dispatch or ignore. 


6 Target with bounty: mark, check “Alive or Dead” 
status, and snare or dispatch accordingly. 


Regular Viewpoint 


6 Targeted enemy (bounty): enemy with bounty 
information displayed (must have been 
marked first). 


In-game Pause Screen 


Pausing the game allows you to look at 
your immediate game objectives, including 
the optional bounties to hunt. From here, 
you can select to Resume Game, which 
plants you back into the action from 
which you paused. Restart Level reloads 
the current mission, and any actions 

you performed in your previous attempt 
are lost. Finally, Quit Game takes you back 
to the main menu. 








In-game Re-energizing and Re-arming: 
oe es Items, and Weapons 


You can secure various items 
during a mission. These 
weapons, along with strategies 
on how and where to employ 
them, are detailed in the forth- 
coming chapters. Some items 
appear in your inventory, some 
are collected during the level, 
and some are not available until 
much later. 


-| Jango has several key 
techniques to make combat 
through the toughest parts of 
MM the galaxy a little more 
manageable. 


You can halt and move the 

| camera in any direction, 
allowing you to view high 
platforms behind you, incoming 
enemies, or other areas of 
interest. Stop and pivot the 
camera around, so you don't 
miss something. 


Effective targeting is the most 
important part of combat. The 
regular targeting function 
throws a red reticule over your 
intending victim. To change to 
another foe, press the target 

} button again. This is useful 

| when you've targeted a foe and 
} a nearer enemy appears. 

y However, when you're using the 
twin blasters, sometimes you'll aim at two enemies instead of 
one, halving the damage you inflict. Flick to another target to 
avoid this. 


Also remember that when a foe 
is targeted, you move in a circle 
around your enemy instead of 
from side to side. This keeps 
you in the combat area, and 
allows easier circle-strafing. 








Sometimes (such as when 
lobbing grenades or firing 
missiles) you want to aim ata 
certain point on the ground or in 
the air, not at a living target. 
Manually target in this situation; 
this allows you to aim at each 
enemy using a free target and 
both twin blasters fire at the 
same target. 





Jumping 


Jumping is extremely important. 
§ The extra height is useful when 
you boost at the apex of the 
jump. If you've automatically 
targeted an enemy, when you 

| jump, you execute 2 somersault 
and gain extra distance and 
height. Use this in combat to 

) dodge attacks. 


When you wish to steady your 
aim with a sniper rifle, crouching 
is an excellent plan, es & also 
shrinks your surface area, 
making you more difficult to hit. 
Also crouch to enter smail 
tunnels. When autotargeted and 
crouching, press the Jump 
button to roll, dodging attacks. 


Use this technique when 
you've targeted an enemy. 
While crouching. you can roll 
4 from side to side. When you're 
< ll jumping, you execute a 
somersault and dodge an 
enemy. You usually can't fire, 
but you can, for example, roll 
| or leap and somersauit to 

: " higher ground or cover, then 
continue combat. Practice these moves (shown in the game 
manual) in a safe area, then use them! 


Vertical Boosting and Ledge Hanging 


Your jet pack boost lasts for 
three seconds. Use this to move 
to otherwise inaccessible areas 
over a gap. However, also learn 
to boost vertically. Stand on the 
ground and boost. Position 
yourself under a cable or girder, 
and you automatically grab it. 
Once you grab the ledge. cable, 
or platform, you hang here. You 
can then use a hand-over-hand technique—useful for moving 
across the thin connecting cables. You can also fire your weapon 
while hanging, although this isn't advisable because you're 
unable to dodge. 









Inventory Flicking 
: ee it is extremely challenging to 


=| bring up your ID scanner, 

§ change to a suitable weapon, 
and continue combat. Use your 
D-pad to freeze the game and 
pick the desired weapon 

| instead of flicking through 

” while dodging gunfire. This 
saves time and health. 

— SS However, also count how many 
spaces your ID scanner is away from your snare or item, and 
tap the button that many times. This is easier than looking at 
the icons while dodging blaster shots. 















Enemy Items 


Enemies carry items and 
sometimes they drop stuff to 
take—almost always bacta fluid 
containers. Engage the enemy 
even if your health is low, as one 
or two enemies are bound to 
drop bacta fluid. 


This is simply another name for using certain weapons (such as 
grenades or missiles) and aiming at where the enemy is going to 
be. If you know an enemy is moving to the right, manually aim, 
and fire to the right of him. Use this on foes with distinct 
movement petterns. 


Fear the Fett 


Follow the additional hints at the 
end of the instruction manual, 
but here are a couple more. 
When using twin blasters, keep 
firing until the enemy is almost 
dead and starts to cower. Then 
boost up and snare him. 
Alternately, snare every enemy 
near the secondary bounty, 
including the bounty, collect the 
reward, and waste the rest. 


The Fifth Time's a Charm 





You have five continues for 
each mission attempt, so 
you can lose up to five lives 
before having to restart the 
current mission. You restart 
=] from your last Mandalorian 
knife continue point. 











Hunting with the Hitman— 
Secondary Bounties 
—— lm Secondary bounties are dotted 
: ™ throughout the 18 levels and are 
arranged in groups of 5, 10, or 
15 per level. Bosses, such as 
Meeko Ghintee, appear on your 
am 'D scanner, but aren't counted as 
| secondary bounties. Here are 
= some useful tips when 
y searching for bounties. 


Rule *: Stop and Search 


When you enter a new room, stop before anyone sees you and 
scan the available enemies. One may have a bounty. 


Rule *2: Suspicious Behavior 
Certain bounties exhibit suspicious behavior, such as cowering or 


remaining still when other enemies are moving or attacking. This 
is sometimes the sign of a bounty. 


Rule *3: Standing Out 
Some bounties stand out in other ways, such as being the only 


human female in a chamber full of Gran thugs. Or, the bounty 
could be the only thug with a different-colored blaster shot. 


Once you find a bounty, mark it immediately. This allows you to 
keep track of it and shows it as a bounty when you target it. Then 
deal with the other nearby foes, and snare or dispatch the bounty 
afterward. 


r them. This 
s. Also, you 


s you want. Use 
e location of each of the 





Replaying a Mission 

You can replay any of the previous missions, and the number of 
bounties you collect this time around replaces your old score, and 
the same is true for Mandalorian feathers. However, any bounties 
you snagged in the past will remain in your total, unless you 
captured a bounty “dead" and the “alive” capture offers more 
credits, and you recaptured him “alive.” In this case, the extra 
credits are added to your total. 


Appropriate Ordnance Launching 





Fire your twin blasters at almost every enemy, on every occasion. 
The faster you tap, the more shots you fire, and the quicker your 
opponents go down. You even may want to invest in a “turbo” 
joypad to increase your rate of fire! For other weapons, this 
depends on the situation (and specific examples are shown in the 
walkthrough), but as a rule, save the missiles for larger, tougher 
enemies that are closing, your darts for enemies you want to 
quickly remove (or certain large animals), and the flamethrower 
for melee combat. 
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In certain situations, enemies 
can be zoom-targeted, then 
shot from a distance. This 
increases your targeting 
capabilities and allows you to 
fire salvos before the enemy 
comes into firing range. This is 
perfect for keeping your health 
at maximum, or for taking out 
well-defended enemies. 


Rush | 
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Do not underestimate your enemy's deadly firepower! Target the 
nearest foe and keep blasting until it is destroyed. Then move on 
to the next. The fewer enemies firing on you, the less damage 
you'll take. Two enemies with half damage do twice as much 
harm as one unharmed enemy—with the same shot expenditure 
from you. Don't boost in and engage haphazardly and don't run 
past enemies you haven't dispatched, or you'll be overrun! 


Mastering the Circle-Strafe 
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In the sequence above, Jango Fett is taking out 2 
group of thugs. By using circle-strafe, he destroys 
the enemies at close range without taking 
damage. Circle around an enemy while running 
on the ground. Add a boost and you can aim from 
various heights, plus you're more difficult 
to hit. Tap your movement controller to 
keep Jango facing the same central 
target. Add fire, and you have the most 
important method for taking out enemies! 
Master this technique by circling around an 
inanimate object before you try it in the combat 
zone. The possibilities of using this maneuver 
are endless: turn in an outward circle or execute a 
figure-eight. This allows you to avoid a charge, or blast 
a foe without taking damage! 









































=i§ Surroundings Interaction 


This preparation for the hunt occurs throughout some of the 
galaxy's most treacherous terrain. Learn to use some of the 
environment, or at least know what to look out for, so your 
missions become a successful stalk, rather than hapless panic. 


Gratings 


Gratings come in two sizes— 
Jango-sized doorways, or 
square-shaped hatchways that 
require stooping to move 
through. These gratings are 
firmly closed, and you can only 
move through access points after 
you melt the grating with your 
cutting torch. If you can't find a 
room exit, look for a grating. 


During the missions, there are 

| many opportunities to use air or 
sewer ducts, crawl spaces, and 
other passages. Duck and shuffie 
through these corridors, and 
always roll out at the other end, 
especially if enemies appear— 
don't get stuck in a pipe! Quicken 
your pace by rolling or jet pack 
boosting while inside the duct. 


Barred Windows 


Most windows cannot be broken 
or fired through, except in specific 
instances. Barred windows ere 
too tough to cut through, but can 
be fired through. Use this to take 
care of enemies behind grated 
windows, or to wound animals 
you cannot engage in face-to-face 
confrontations. Later into your 
mission, the sniper rifle works 
well through windows. 


Save yourself from a plummet 
or climb a nonscaleable wall, by 
jumping or dropping and 
grabbing a ledge or a cable. 
Move Jango so he grazes the 
ledge, and he automatically 
grabs on. Remember this when 
you're falling! 


From here, you can pull yourself @@ 
up, boost away or up, drop, boost, 
and stand on the ledge, or jump 
sideways to an adjacent ledge. 
Refer to the maneuvering section 
for such antics. You can fire from 
a ledge, but remember to jump 
only when another platform is 
behind you or you'll fall. 





Bottomless sata 


Whether you're high above the 
| Coruscant smog, or chasing a 
Dug death stick dealer across his 
canyon lair, you often have to 
negotiate 2 bottomless chasm. 
The best advice? Don't fall! 





Boost using small bursts of 
fuel to maximize the chance of 
reaching a platform and not 
taking a dive. If you're about to nS 
plummet, boost directly up and § 
hope there's something to 
cling to; direct your boost to a 
nearby ledge. 






Most elevators require 2 control 
switch to operate (see below). 
Search for a wall-mounted or thin 
stand-alone switch, and summon 
the elevator. Usually, you only 
need to nde an elevator once. 





Some doors, gates, and 
elevators may require pressing 2 
control switch. Fortunately, there 
are only two types of panels and 
switches and both are easily 
identifiable. lf you're stuck in a 
room and a door won't open, 

| you're probably missing a 

= control switch, usually nearby 

- ’ (unless otherwise noted in the 
walkthrough). Make sure enemies are cleared before you press 2 
Switch (or you'll be attacked while motionless). 





Doors come in two basic types: 
those that open immediately and 
those that unlock. Some 
unlockable doors have a red light 
on them, which changes to green 
when you can pass through 
(others with red lights cannot be 
accessed at all). Other doors 
unlock only after you've dealt 
with all the enemies in the room. 





Fuel Cell Barrels 


Highly volatile space craft fuel 
is stored in heavy barrels 
found standing in rooms or on 
conveyor belts. Pay close 
attention to these. When fired 
upon, they produce a highly 
damaging explosion, which 
opens magnetically sealed 
doorways. This can also 
damage enemies—or you if you're too close. Don't hide behind 
these barrels, as enemy fire detonates them too! 














Magnetically Sealed Doorways 


Doorways with a red magnetic 
glow instead of a door cannot be 
moved through unless the seal is 
deactivated by an exploding fuel 
barrel. When you spot one of 
these sealed doorways, look for a 
barrel. Some sealed doorways 
cannot be entered at all—in these 
cases, look for green lights above 
doorways that can be accessed. 


Platforms range from narrow 
ledges to huge container 
barges. You can jump, run, or 
boost to all of them. You can 
hang from most platforms if 
you walk to the edge, although 
this is rarely useful. 


Boost up ladders to quicken 
your ascent, then grab the 
ladder rung and continue. You 
can fire from a ladder with 
certain weapons, but you're 
usually unable to dodge while 
climbing, so clear away any 

‘ enemies first. 


Sloping Ground 
Sloping ground is dangerous, 
as you automatically slide 
down it when you land— 
usually off the side of the 
building, or even into the jaws 
of the sarlacc pit monster! 
When you're sliding on a slope, 
jump and boost off the end 
toward a platform. if the slope 
ends in a bottomless drop, 
jump up and boost in bursts to avoid docieting your jet pack, 
before eventually boosting to higher ground. 


Conveyor Belts 


Conveyor belts move produce, crates, and barrels across vast pits 
and packing chambers. Hop on these to move without running, and 
the sides provide enough space 
to stand on. Cling to the sides of 
conveyor belts or use them as 
vantage points. They can even 
provide cover from enemies 
shooting up at you. 





J3]UNL Ajzunog 


15 


= 
wv 
= 
3 
ta) 








_ STARWARS 
- Pr eC Ir F a aa 


—-- so —— Ff 


Crates, Debris, Wreckage, 


Rocks, and Rubble 

SE 3 é Use crates or other large objects 
te as cover. If you boost into a 

“ chamber and spot a load of 

incoming foes, move to cover 

and make a stand. Watch out 

when you're throwing (or 

| receiving) grenades though, as 

they can bounce off the debris 

and hit you. 






Stairs and Ramps 


Ramps and spiral stairwells are 
‘| easy to negotiate and can even 
be flown up. You can quicken 
your journey by flying across 
and over balcony areas instead 
of traipsing up ramps one level 
at a time. Check underneath or 
farther around stairwells and 
ramps, as sometimes pick-ups 
are hidden there. 


= Use balconies to fire from or to 
1 gain a height advantage over 
the enemy. They also provide 
cover. Narrow balconies 
sometimes make combat more 
difficult, but you can view areas 
of an upcoming level from 
)) relative safety. 





Spacecraft 


Se 





Many space craft can be 
clambered upon, providing a 
little light relief and a chance to 
=] hone your boosting skills on 

| slippery surfaces in safety. It is 
optional to boost up to the roof 
of a spacecraft. Try climbing up 
without a jet pack! 


in the multistory mission 
environments, you move 
vertically as well as horizontally. 
Look all around for items, 
objects, and platforms—above 
and below you as well as on the 
same level. 









Control Panel Circuitry 


Sometimes, control panels 
require blasting—perfect for 
shutting down reactors. If 
nothing happens when you 
fiddle with a control panel, bring 
out your weaponry and solve 
your problems. 


Roof and Floor Openings 


Look up, down, and out for 
openings on every surface, and 
try peering into openings before 
you boost or drop into them, 

| just in case there's an enemy. Be 
prepared to use openings in 
ceilings and floors in the sides 

| of walls. 


Non-Enemy Forces 
Certain droids and species are 
simply in the wrong place at the 
wrong time, and do not need to 
be siain during the bounty hunt. 
if an entity is ignoring you or 
cowering and has no weapon, it 
is considered a “non-enemy,” or 
innocent. You can blast 
everything—the only penalty 
you receive is a lesser Notoriety 
Rating. Check the Jedi Mind 
Tricks section for details. 








Now you must trust your instincts, vicious temperament, and keen 
aiming eye as you battle the thugs, scum, and other reprobstes across 
the galaxy’s seediest locales. The next section details all the enemies, 
innocents, characters, and space craft that appear, along with 
takedown tactics where appropriate. After that, all available ordnance 
and functional items are thoroughly inspected. Then the hunt begins: a 
walkthrough provides info on all 18 stages, with maps (see Map 
Legend below), overviews, and complex strategies {including ail 150 
secondary bounty locations}. Good luck—and remember, trust no one! 
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Below is 2 complete list of all of Jango's offensive ordnance, 
along with its associated ammunition, and notes on the most 
effective pleces or combat situations to use each. Defensive and 
noncombetive equipment is also detailed. 


Offensive Ordnance 
Jango's Fists 


Used while fiying?: No 


Fett's fists execute 2 three-hit 
combination of punches when 
you hammer the action button. 
This is straight ahead, or ata 
targeted enemy. If you move 
behind the enemy, Jango can 
finish him with a swift 
chopping strike to the neck. 
Use your fists when you're out —--——— - 
of ammunition, have no other weapons, or wish to show the 
enemy how ineffectual his attacks are. 















Twin Dual Dallorian Blasters 

at the same time. Because it 

has infinite ammunition, this is 

the weapon you use the most. Sy 
= | 

rounds you fire. You can also 

attack from the air: this is essential. Finally, switch targets 

continually to aim both barrels at one foe. 

primarily a capture device. 

However, you can truss up a 

victim only from extremely 

around 10 seconds. But you can 

tie up 2 lot of enemies, 

including 2 bounty, then blast the nonessential ones. Employ this 


OOM 
Although blasters inflict weak 
Gauntiet ipcord (Snare) 
close range (so you musi wade 
mainly for capturing bounties alive. This includes bosses 


The double blasters allow you 
to fire atone ortwo enemies #) aaa 
& 
damage, the faster you tap the 
button, the more blaster 
Used while flyinge: No 
The whipcord, or snare, is 
through fire to get to your foe); 
your foe breaks the bonds after 
~~ such as Longo Two-Guns and the legendary 
Komari Vosa! 
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= Gearing Up for Hunting Down Bounties 


Gauntiet Dartcaster 


Used while fiying?: No 


The dartcaster cannot 
penetrate armor (leaving you 
initially unable to harm a 
borhek with it), but it is a “one- 
hit kill” device. It takes a 
second to aim the device, but it 
has distinct advantages over 
your twin blasters. All living 
foes (except bosses) fall! after 
one shot, so use the dartcaster to quickly clear a room or to 
down a ferocious beast. 


Gauntiet Flamethrower 


Used while fiying?: No 


This fantastic weapon is marred 
only by your inability to move 
or fly while firing it. The 
flamethrower has a constant 
supply of ammo (after you let it 
recharge), and a reasonably 
impressive range. Use this 
device against enemies running 
in to attack you with melee 
weapons (such as axes or electro-prods). Stand (usually on upper 
ground that your enemy can't reach) and fire, usually by 
sweeping around in a turn. Use this on the Bando Gora; it's much 
more effective than the twin blasters in close-combat situations. 


Cutting Torch 
Used while fiying?: No 


An important section of your 
gauntlet flamethrower is the 
cutting torch, which scorches 
mesh grating and hatchways, 
allowing you access to ducts. 
Simply stand at the grating and 
start the cutting torch. Take out 
any enemies before you attempt 
to cut. Also remember that the 
cutting torch is part of Jango’s battle armor and can be employed 
if his equipment has been taken away. 


Thermal Grenade 


Used while flying?: Yes 


Although deadly to both bounty 
hunter and enemy when used by 
amateurs, the thermal grenade 
will clear a group of enemies that 
are behind cover or close 
together. You can throw grenades 
from the air, making them more 
viable weapons. However, hold 
down the action button to throw 
them a long distance or you'll drop one at your feet. Grenades 
explode about two seconds after landing, so aim at where the 
enemies will be, not where they currently are. Finally, drop grenades 
from a height or lob them upward—they have many applications. 
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Used while flying?: No 


The sniper rifle is most useful 
for taking out enemies that are 
unreachable by jet pack. 
However, it is unwieldy, and 
requires a little aiming time (it 
shouldn't be used while 
crouching and firing at charging 
enemies), but it can take out an 
enemy from a great range. Aim 
for the upper chest or head to ensure a takedown in one or two 
shots, and always use the weapon's zoom function to check 
distance. Use the sniper rifle to scope out enemy locations in 
rooms you are about to enter and as a regular weapon. You can 
run around, firing the rifle without zooming, and the gun acts just 
like a one-shot-kill dartcaster. 


Jet Pack-Mounted Missile 


Used while flying?: Yes 


Rather ungainly, with a limited 
range and number that can be 
carried (10), the missile can still 
devastate groups of enemies it 
lands near. Employ it on tougher 
foes (especially bosses) or 
enemies you can't reach by foot 
or jet pack. it's less useful 
against nearby enemies, as you 








can be sent sprawling by an explosion, and missiles tend to arc 
out when they fire, usually missing a nearby foe and exploding 
behind them. For this reason, save missiles for group 
confrontations and bosses. 


Use your manual targeting 
system to guide your missiles. 
When you've found an enemy 
(usually out of range of your 
autotarget), aim your crosshairs 
into the middle of him, then fire. 
Remember that the missile is 
guided by this target, so if you 
move it away from the target, 
the missile follows. This enables 
you to, for example, fire missiles to the right of a foe behind cover, 
and swing the missile into the enemy once the missile passes that 
cover. This is tricky, but yields extremely impressive results! 


Cluster Missile 


Used while fiying?: Yes 


Extremely rare, cluster missiles 
function like regular missiles. 
They fire from your jet pack, 
meaning you must land and aim 
first. The single missile you fire 
splits into three smaller missiles, 
which all converge on a target. 
Use this on an entity that's 
about to land, or a large beast 
that needs severe punishment. 








Turret 
Used while fiying?: No 


These are gun emplacements 
you find on buildings, and 
they’re usually accompanied by 
a firer. Step up and “use” the 
turret, and you can pivot around 
(usually a 90 degree angle). You 
can use your ID scanner or 
sniper rifle scope while firing the 
turret. Unfortunately, you are 
vulnerable to attacks from behind, and the narrow arc of 
movement prevents you from aiming to the extreme left and 
right. Use turrets to clear incoming enemies when you're low on 
other ammunition. 


Blaster 


Used while fiying?: Yes 


The heavy blaster fires a series 
of blaster shots that take out any 
regular enemy in one burst But 
don't overdo the blast—aim only 
one burst per enemy before 
moving to the next. With $9 
rounds, the heavy blaster is 
ideal for clearing 2 large number 
of enemies in 2 single room, or 
for tougher enemies such as prison droids or bosses. You suffer 
no movement penalties for wielding the weapon, making # an 
impressive piece. 


Grenade Launcher 


Used while fiying?: Yes 


Used only rarely, the grenade 
launcher fires thermal grenades 
at the intended target. making it 
an impressively damaging piece 
of offensive ordnance. You can 
use the grenade launcher while 
flying, making it great for 
clearing rooms of enemies at 
once. However, fast-moving 
enemies can dodge the grenades. Use manual targeting to aim 
the weapon higher than the area the target usually locks onto, and 
let the grenade trajectory teke care of the rest. Use it on bosses or 
groups of enemies. 


Blaster Rifle 


Used while fiying?: Yes 


Similar to the heavy blaster, the 
blaster rifle fires a quick burst of 
energy bolts at the enemy and 
shouldn't be overused on a 
single foe. Used mainly to 
damage larger foes, or bosses 
such as the Montross, the 
blaster rifle has many appli- 
cations, but limited ammunition 
and no more to pick up. Clear large rooms with this gun, or save 
it for the end of the mission when chambers are crawling with 
enemies. This is a great way to damage a fast-moving boss while 
keeping all your speed and agility. 
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ID Scanner 


The ID scanner allows you to 
scan {and zoom) for available 
bounties, which can then be 
“marked” while targeted. 
Unfortunately, you cannot move 
and use the ID scanner at the 
same time. Use the ID scanner 
to quickly ascertain just what's 
lurking in the next room or 
alleyway, and then whether the 
target has a bounty. 


Jet Pack 


The jet pack has a three-second 
burst, which is ideal for 
reaching high or far places. 
However, at times, the jet pack 
won't cover a distance (use 
extra fuel if it's available). 

The jet pack can only boost 
vertically or horizontally. 

Boost up and then across 
when attempting to reach a 
high ledge. Your jet pack runs 
out, so keep a little fuel in reserve and tap the boost rather 
than hold it down to control your descent. 


Jet Pack Fuel 


When you land, always wait for 
the jet pack fuel to replenish, 
unless you've picked up 2 jet 
pack fuel icon. If you have this 
item attached, a jet pack logo 
appears at the screen's top 
right. This allows you to boost 
continuously for 10 seconds (or 
shorter increments of 10 
seconds), and is primarily used 
to cover long distances in a 
single maneuver. However, there is one important drawback— 
the jet pack fuel does not replenish, meaning if you have 2 
second of fuel left, it is better to waste it and return to your 
“regenerating” regular fuel, otherwise you'll run out without a 
chance to replenish. 


Bacta Fluid Crate and Vial 


Used to replenish Jango's Siar vce Pee on 


(rete 0 8 geet poy teers “es 
health, bacta fluid’s regen- De 
erative powers are legendary. 
Scattered throughout the 
missions are single vials of the 
biue liquid or groups of three, 
called “crates.* Single vials 
restore 25-50 percent of your 
lost health, while crates restore 
you to maximum health. If you 
walk into a crate when you're 
almost at full health, you'll 
waste it; but despite this, take 
bacta fluids whenever you spot 
it, as you don't usually go back 
for vials you've missed. 
Enemies sometimes drop bacta 
fluids, too. 























































Hema Gist 
if Jango is captured, he usually 
loses all of his main weaponry 
and helmet (although his battle 
armor cannot be pried off). 
Should this occur, Jango can 
only punch and use the cutting 
torch. Therefore, acquire his 
equipment with haste. Look for 
the helmet and jet pack in a pile 
to re-arm yourself. 


MandalorianRage 
Mandalorian rage grants you 10 
seconds of invulnerability, and 
boosts your weapons’ power to 
three times their normal 
strength. Employ this power-up 
when many enemies are closing 
in. Otherwise, you're likely to 
waste it. The screen blurs as an 
ancient power courses through 
your veins, and you can wade 
into any predicament without 
fear of hurt. Of course, you must lay waste to the area before the 
Rage stops, or you could be in serious trouble! 


Mandalorian Knife Continue Point 
The ancient Mandalorian knife 
symbol appears in four to six 
places in each mission. Pass 
through one of these holograms 
to save your progress. You 
restart from this position if you 
die later in the mission. If you fail 
the mission completely, you start 
again; the knife only allows you 
to start from midway through a 
level when you're using up one 
of your five continues. 


Mandalorian Feather 


The arcane Mandalorian feather 
holds a mysterious power not 
yet fully understood by those 
studying this ancient symbol. 
Certain game bonuses are 
unlocked once you walk through 
each hologram feather. One is 
hidden in each of the 18 
missions, usually in an out-of- 
the-way location. 
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A bounty hunter's life is fraught with intrigue, violence. and double-crossing. Below is a list of the main players. characters. species. and 
vehicles that are present in Jango's bounty hunt Advice on defeating specific enemies is detailed in the walkthrough section. 
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Jango Fett 


As a boy, Jango was orphaned when 
his family was caught in the cross 
¢ fire between the Mandalorian 


Main Players 










Warriors and their rivals, the Death 
) | Watch, on the planet Concord 
Dawn. A sympathetic 
Mandalorian commander 
named Jaster Mereel took pity on 
Jango and made him a cadet. Soon he 
was traveling with the nomadic army- 
for-hire as they toured the galaxy looking 
for conflict, always in the service of the 
highest bidder. Over time, Jango rose 
through the ranks. When Jaster Mereel 
was killed in battle, Jango was named commander, the youngest 
in the long history of the notorious mercenary army. 


Since ancient times, Mandalorians have been brutally effective 
fighters, and especially so under Jango Fett's leadership. 
However, while fighting to suppress a popular revolt in the 
Galidraan system, the Mandalorians ran afoul of the Jedi Knights, 
who wiped out most of the mercenary army and delivered the 
survivors to the governor of Galidraan. Jango became a slave, but 
he used the next several years to regain his strength and plot his 
eventual escape. He exacted revenge on his captors, reclaimed his 
Mandalorian armor, and set off on his own as a bounty hunter. 


Armed with dual blasters, a missile-equipped jet pack, and a 
host of other deadly tools of his trade, Jango Fett is now among 
the most feared bounty hunters in the galaxy. 








Montross 


Montross, like Jango Fett, was once a 
Mandalorian Warrior, feared by his 
enemies, as well as by the men with 
whom he served. He was exceptionally 
brutal, even for a Mandalorian, 
and his reckless bravado often 
placed his comrades in danger. He 
was frequently at odds with his 
commander, Jaster Mereel, over 
combat tactics and his own tendencies to 
cause unacceptable amounts of collateral 
damage. He was also enraged by the 
attention his commander bestowed upon 
the daring young recruit, Jango Fett. ina 
pitched battle against a rival mercenary army, Montross led a 
foolhardy charge, which led to Jaster Mereel's death. Banished from 
the Mandalorians for this costly mistake, Montross became a bounty 
hunter. His brutal, unorthodox methods suited his new profession 
well, and stories of his atrocities struck terror in the hearts of wanted 
fugitives who learned Montross was stalking them. He hunts mainly 
for sport, not money, invariably killing his prey. 





Komari Vosa 4 
As a young woman, Komari Vosa wes an adept Padawan 
learner, who frequently impressed her Jedi Master with 
her unique style of fighting. which included the use of 
two lightsabers. But Vosa was emotionally unstable 
and subject to aggressive rages. During the Galidraan 
conflict, she single-handedly killed at least 20 
Mandalorians in battle. 


URimately, Vosa's flaring emotions led the Jedi 
Council to conclude that she was unfit for the Jedi 
Trials. While the Jedi Council debated her uncertain 
future, and against strict orders to stay within the 
Jedi Temple, Vosa joined a group of Jedi sent to 
rescue the people of Baltizaar from 2 vicious attack 
by the Bando Gora. The mission was ill fated: in the 
Jedi Archives, Vosa is listed as lost and presumed 
dead, along with scores of others. The Council 
did not know that Vosa and two Jedi were 
captured, not killed, by the Bando Gore. Once in captivity, Vose killed 
the two Jedi, perhaps to prevent their suffering—or perhaps due to 
her unstable nature. Subsequently. she used her mastery of the 
Force to turn the tables on her captors and usurp control of the cult. 


Now, from an ancient burial moon in the Bogden system, Komari 
Vosa commands this far-reaching, clandestine cult, intent on 
spreading its influence to al! corners of the galaxy. With her twisted 
mastery of the dark side of the Force, not to mention the aid of 
ancient mind-altering Bando Gore toxins, Vosa has enslaved scores 
of unwitting followers to become her mindiess assassins. 


Count Dooku (Darth Tyranus) 


Some time ago, Count Dooku was a formidable Jedi. Many 
believed that Dooku's knowledge of the Force wes second only t 
Master Yoda. In turn, Dooku passed on his skills to such venerable 
Jedi as Qui-Gon Jinn. 




















His extensive training, however, did not prevent 
Dooku from becoming disillusioned with the Jedi 
Council. A political idealist, he firmly believed that 
the Jedi were weakening their cause by serving an 
institution as corrupt as the Republic. Eventuaily, 
Dooku's frustration led him to renounce his 
commission to the Jedi order, and he went into a 
self-imposed exile. During this time, he secretly 
became an apprentice of the mysterious Sith 
Lord, Darth Sidious. Soon corrupted by the lure 
of the dark side, Dooku began to share his Master's 
vision of a new order for the galaxy. By Sith 
tradition, Dooku took on the name Darth Tyranus 
and became one of Sidious* most trusted ailies. 


Together, Sidious and Tyranus now plot to plunge 
the galaxy into an epic civil war, resulting in the 
creation of a new empire that they will rule. This 
plan, however, is threatened by the emergence of the 
Bando Gora. Dooku is well aware of the cult, as its 
leader is another wayward Jedi—none other than his 
own former pupil, Komari Vosa. 


Darth Sidious 

Darth Sidious’ plans to unleash the 
Sith upon the galaxy and do 
away with the Jedi has been in 
development for decades. Despite 
the seeming setback of the death 
of his apprentice, Sidious continues his 
shadowy plots. Given his endless 
patience and penchant for complex 
schemes carried out in secrecy, it ts likely 
the full results of his machinations will 
not appear for years to come. 











Sidious* plans were complex, and he 
could not allow unwitting agents to stumble 
upon them or otherwise interfere. That is where Maul was best 
used: a stealthy assassin dispatched on missions to remove any 
impedance to Sidious‘s master plan. To that end, Sidious even 
unleashed Maul on the greatest criminal empire the galaxy had 
known, Black Sun, to ensure the syndicate would not ruin what he 
had carefully plotted. 


Sidious operated from a secret hideout on Coruscant. He 
seemed to embrace technology, as he equipped Maul with an 
arsenal of high-tech equipment—a converted star courier as his 
prime conveyance, 2 modified speeder bike for high-speed 
assaults, and an array of sophisticated probe droids to help on 
hus hunts. 


That the Sith could stage their operations on Coruscant 
undetected—the same world that housed the Jedi 
Temple—is evidence of the dark side's slippery nature, 
and Sidious’ mastery of illusion and deceit. 


Zam Wesell 


While she might appear human, Zam Wesel! can 
teke the form of nearly any species in the galaxy- 
This aspiring bounty hunter's chameleon-iike ability 
is a closely quarded secret, but # has proven to be 
one of her greatest assets. Known for her devious 
ways, Wesell is keen to learn the ropes of bounty 
hunting—but she knows she must seek out an 
experienced pro if she is to become one of the 
Galaxy's best 


i a eS 
A female Toydarian, Rozatta owns the 
expansive space outpost called Outland 
Station, which hosts pit-fighting games, 
among other underworld events. 
Dressed in eccentric attire, perhaps to 
augment her less than glamorous features, 
Rozatta is tough and drives a hard bargain. 
In fact, some call her downright greedy. But 
she also hes 2 maternal! side and has been 
known to look out for Jango Fett's best 
interests ... as long as there's a finder's 
fee coming her way. 


Meeko Ghintee 


A cheat and a totally untrustworthy alien, 
Meeko makes his living in the underworld 
of beast pit-fighting games. He has been 
known to rig fighting beasts with remote 
devices so he can control them. Frequently incar- 
cerated for such underhanded tactics and other 
nefarious deeds, Meeko always escapes and 
returns to the pit fighting arenas. Now wanted for 
murder, assault, larceny, and many other charges, 
Meeko is one of the most wanted criminals in the 
entire galaxy. 
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Jervis Gloom 


This notorious death stick dealer has long 
posed problems for Coruscant's police force. 

No one is sure what system Gloom is from, but it 
is believed that he grew up in the bowels of 
Coruscant's rough streets. As local crime lords 
come and go, Gloom always finds work catering to 
the darker side of the galaxy's capital world. He 
currently makes his living peddling death sticks in 
Coruscant's bustling entertainment district. . 


Groff Haugg 


Groff Haugg is a well-known figure in the galactic 
meat-packing business. But he is also known in 
the criminal underworld as one of the most 
powerful death stick smugglers in the galaxy. 
Using his nerf-processing plant as a front, Haugg 
smuggles death sticks in sides of carbon-frozen 
nerf pallets and ships them to all corners of the 


galaxy. 


Bendix Fust 


When the Senate Bureau of Intelligence 
began to crack down on the growing 
death stick trade, this mumbling mid- 
level smuggler found himself caught in a raid ata 
transfer station in the Gazzarri system. Faced with 
multiple counts of illicit contraband smuggling, 
Fust was offered a reduced sentence in exchange 
for detailed information on death stick trafficking 
in core systems. His testimony, along with that of 
several others, brought a halt to death-stick traffic 
in many core systems. Now Bendix Fust lives in 
constant fear of assassins and bounty hunters 

as he serves his time in Oovo IV maximum-security prison. He 
knows that Sebolto, one of the most powerful figures in the 
death-stick trade, has posted a substantial price on his head. 


Seboito 


This ruthless Dug king is also one of the galaxy's 
most powerful crime lords. A native of 
Malastare, Sebolto commands an army of 
Dug and Gran soldiers to protect his hidden 
death stick factory deep in one of the jungles 
along Malastare’s equator. Like most Dugs, 
Sebolto was raised as a servant to the ruling 
Gran species. His ruthless nature, and his discovery 
of an efficient way to extract a variety of legal, as well 
as illegal, substances from the common Ixetal plant have 
made him a wealthy and powerful figure with galaxy- 
wide interests. Now even the Gran senators of 
Malastare, as well as many other politicians throughout 
the galaxy, are under his thumb. - 


Senator Trell 


A popular Twi'lek senator from the Ryloth 
system, Connus Trell is one of many in the 
Galactic Senate on the take. He has accepted 
bribes from a number of organized crime 
syndicates, always willing to look the other 
way during Senate investigations of these 
groups, or to vote in their favor on issues that 
may affect them. As it happens, Trell is a 
member of the Senate Investigative Committee, 
which places him above suspicion, even though 
his extravagant lifestyle has raised questions 
about his ethics. 
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Wim "Smootie" Smoot 


This old Peripleen convict has been 
serving time in Republic 
Correctional Authority prisons 
for 153 years. He's not even sure how 
old he really is, or what he was incar- 
cerated for in the first place (although it 
was serious enough to warrant a life 
sentence, and Peripleens have a lifespan 
of more than 300 years). Despite their 
diminutive stature, Peripleens are quite 
capable of violence, with their oversized 
arms and powerful jaws. But “Smootie" prefers to use his jaws for 
chatting with guards and other prisoners. Oovo IV's warden has 
granted Smootie access to the entire prison to carry out his 
delivery work, ferrying supplies and laundry to and from 
cellblocks and transfer stations. He knows everything that goes on 
inside the prison and is always willing to tell a tale to anyone who 
is willing to listen. 


Longo Two-Guns 


This infamous twin-blaster-wielding 
gunman from the Clantaano system is 
known as one of the fastest 
gunmen in the galaxy. He is 
also known for muscling in 
on underworld kingpins’ 
territories. He and his 
gang of Clantaani bandits, mostly his 
cousins, travel the Outer Rim Territories 
looking for crime lords to steal from. 
His latest target is Jabba the Hutt. It is 
rumored that he was hired by Jabba's rival Gardulla the 
Hutt to reclaim several remote towns controlled by Jabba. 


Gardulla the Hutt 


A contemporary of Jabba, Gardulla the 
Hutt is actually one hundred years 
older than the famous crimelord. 
She once owned Shmi and 
Anakin Skywalker, but lost 
them to Watto while 
betting on Podraces. Gardulla 
is involved in a variety of 
criminal activities, which 
have put her in direct 
conflict with Jabba on 
numerous occasions. 
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Gardulla has a palace in 
Mos Espa, and another one near 
the Jundland Wastes. After losing 
nearly all of her fortune gambling on Podraces, she entered into a 
limited partnership with Jabba, where Gardulla retained control of 
her slave trading empire. But soon after their arrangement was 
finalized, the Republic outlawed slavery in the Outer Rim. Gardulla 
was arrested, convicted, and sentenced to life in prison. 


She escaped authorities and returned to power, but now 
commands her shrinking empire from the safety of her remote 
palace near the Jundland Wastes. 








Jabba the Hutt 


A loathsome slug of a gangster, 
Jabba the Hutt is the preeminent 
kingpin of crime in the Outer 
Rim Territories. Basing his 
operations out of Tatooine, 
the Hutt had his pudgy 
fingers in a number of lucrative 
and unsavory rackets—slavery, 
gunrunning, spice-smuggling, 
extortion and more, and was often 
at odds with other Hutts in the 
region. 








Jabba’s physical appearance was as repulsive as his 
decadence. A hefty Hutt, Jabba resembled 2 wormlike slug, with a 
legless, tapered body coated in slime. A wide, drooling toothless 
grin split his flat face, and two yellow-red reptilian eyes stared 
covetously from his immense head. Jabba surrounded himself 
with the shiftless dregs of society, ensuring his protection with a 
screen of henchmen and hired guns. He lived in an opulent if 
sand-scarred palace out in the Tatooine deserts. 


Jabba’s depravity was legendary. He kept himself entertained 


by torturing and humiliating his subjects. He kept scantily clad 
slave girls chained to his throne for his amusement. When fickle, 
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Jabba would send his prize possessions to a ghastly end. 


There are many races of both friend, fiend, and foe to encounter 
(and usually blast} during your hunt. Below is a chart showing the 
homeworlds of each of the creatures you'll meet, along with 
general information on each species type to ensure you learn 
your enemy colloquialisms and to ensure your takedowms are 
done in a manner appropriate to each adversary’s culture. 


Humanoid Species 
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A bellicose humanoid species with some super- 
ficial properties both aquatic and arachnid, the 
Aqualish of Ando can be found the galaxy over. 
They have hair-lined faces with large, glassy 

| eyes and mouths dominated with inwardly- 


hes? pointing tusks. 


Bando Gora 
Assassin 
i> > Not much is known about these shadowy 
) followers of the Bando Gora cult. For centuries, 
| these grave-dwellers on Bodgen's burial moon 
Kholma used ancient poisons to perform rituals on 
| the dead. Their minds have been reduced to a 
| primal state. Under the Dark Force powers of 

Sh i Komaeri Vosa, they now serve as her assassins, 
wreaking havoc on the galaxy’s most powerful industries, as in a 
recent slaughter at a Commerce Guild summit. 
Captain 
/ __________\\ Also known as the Bando Gora High Priest, 
; these imposing masked figures wear the skull 
of the flying terrodaak and carry a mysterious 
| staff used in ritualistic Bando Gora 
) ceremonies. They serve as henchmen to 

Komeri Vosa and are the enforcers of her will. 
They command groups of Bando Gora assassins in murderous 
assaults throughout the galaxy. 


Bith 




















Biths are quiet, easygoing humanoids with large, 
| bulbous heads. The unique sonic cavities in these 
craniums make them ideal musicians, and Bith are 

extremely musically minded. Tolerant to a fault, 
many Bith have fied their oppressive homeworld 
\ / Clak’dor Vil and have moved to more populated 
planets and city areas such as Coruscant, where their musical 


skills remain for hire. 


a] - * 
7 + ~\ Clantaano Ill is a dustbow! of a planet and home 
| to a number of marauding nomadic tribes who 
fight endlessly over the planet's meager 
| resources. The Clantaani prefer the dry climate of 
desert worids similar to their own and have found 
Tatooine much to their liking, not only for its 
climate, but also for the disproportionate number 
of criminals to its rather sparse population. This means easy 
money for these traveling bandits, who enjoy taking whatever 
they can from criminal kingpins, such as the Hutts, and 
returning home with the loot. 


Dr 
es A cold-blooded reptilian species from the Ninzam 


system, Draags are fierce, smart, and especially 
| good with blasters. Due to their domineering 
nature, Draags make excellent security foremen 
and are often found in large factories. They are 
often seen wearing insulated suits to regulate 


their body temperature. 
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Dugs are slender, powerfully structured beings 
with a somewhat humanoid build and a unique 
method of walking. Their strong arms are used as 
legs, and their lower limbs are used as arms. 
Dugs have smooth skin (which hangs loose and 
pouchy around their necks), fin-like ears, and 
pronounced snouts. Dugs are known for their ill- 
tempered demeanor, and many are little more 
than bullying thugs. Diminutive Dugs often feel the need to throw 
around their strength in bids to establish dominance. One of the 
best known Dugs is Sebulba, a Podracing champion from Pixelito 
on Malastare. Another, less savory, Dug is the death-stick dealer 
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The porcine Gamorreans tend to be heavy-set 
and stocky, standing about 1.8 meters tall and 
weighing in excess of 100 kilograms. Most tend 
to have green skin. Underneath their piglike 
snouts, protruding from jowled cheeks are 
yellowed tusks. These complement the small, 
yellow horns growing from the top of their heads. 
The Hutts are known to use dim-witted Gamorreans as 
enforcers and bodyguards. 
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The Gran are a communal species who laud such 
concepts as family and friendship. Sociopathic 
behavior is not tolerated at all in Gran culture, and 
criminals are looked upon as insane deviants to be 
cast out of society. Ironically, this only serves to 
further madden the outcast Gran, of which a 
sizable subcultural society has developed. 
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The Guineo species is one of the least intelligent 
among sentient beings in the galaxy. On the planet 
Dohliban, Guineo are often used for manual labor 
or hired off-worid as low-level thugs for criminal 
organizations. They are quite large, standing well 
over 2 meters, and are extremely strong. However, 
they are mostly incapable of complex decision 
making and are therefore relegated to the most 
simple jobs available. 





Located in almost every populated area of the 
galaxy, humans make up a hugely diverse cross- 
section of intergalactic society, from the 
unnerving Jedi to the unscrupulous Coruscant 
death-stick dealer. The societal structure of the 
human’s homeworld does affect their behavior 
across the various systems, and the various 
foibles associated with this species are too 
numerous to mention. 





Ishi Tib 


Ishi Tib are aquatic beings from the planet Tibrin. 
They have never lost their aquatic traits from their 
evolution in the seas; they have lungs that double as 
internal gills, and they require immersion in briny 
water every 30 hours or their skin becomes too dry, 
cracks, and bleeds. 








Ishi Tib are patient, thoughtful beings who are not prone to rash 
acts. Nonetheless, they are fiercely dedicated, completing any task 
they begin. Ishi Tib are ferocious fighters, especially when 
cornered. Offworld Ishi Tib are known for their devotion to nature 
and for their excellent managerial skills. 
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Ithorians speak Basic, albeit with a peculiar twist. 
On the sides of their curling necks, Ithorians have 
two mouths. This creates a disconcerting stereo 
effect when they speak Basic, and a difficult yet 
interesting sounding native language. This 
peculiar cranial bone structure has led to the 
nickname "Hammerhead." Ithorians worship the 
“Mother Jungle," a spiritual entity of Ithor embodying the lush, 
tropical ecology of their world. Most Ithorians never set foot on 
their own planet, instead living in floating cities above their world. 
Only three of their continents had been developed, the other two 
never having been touched by Ithorian hands. 


Few have ever seen the ugliness that lies 
beneath a Jawa mask. Jawa faces are obscured 
by a cloud of insects that gather in the recesses 
of their hoods, attracted by their foul odors. 
Their particular stench is a combination of poor 
hygiene and a mysterious solution into which 
Jawas dip their clothes to retain moisture. To 
Jawas, the odor is packed with information about each other, 
such as clan lineage, health, emotional state, and even the last 
meal eaten. 


Jawas have evolved several important survival traits, such as 
exceptional night vision, a strong immune system, and an 
efficient digestive system that draws all the needed nutrients from 
the Jawa staple diet of hubba gourd. 


Klatooinian 


Many young Klatooinians spend much of their lives 
toiling away as indentured servants. Little more than 
property, Klatooinians usually seek to win their 
freedom. Seen by many independent observers as 
nothing more than violent underlings, Klatooinians 
have a tendency to use “ordnance diplomacy*— 
letting their weapons do the talking. 


Of all the "client species” of the Hutt criminal empire, 
the Nikto are regarded as the most dangerous, 
especially due to the actions of a fanatical and 
fatalistic cult that has long plagued the Nikto people. 
The Nikto hail from Kintan, an ancient planet in the 
Si'klaata cluster. Radiation from a nearby nova is 
believed to have sparked rampant mutation among 
the animal life of Kintan and has resulted in the Nikto 
species encompassing a number of distinct subraces. 


The Kajain‘sa‘Nikto, or "Red Nikto" are probably the most 
common. These desert dwellers are characterized by reddish 
pigmentation, small horns along the forehead and orbits of the 
eyes, noseless faces, and neck-based breathing tubes. 


The Kadas'sa'Nikto, or “Green Nikto," have scaly hides, large 
obsidian eyes surrounded by a ridge of small horns, and visible 
noses. They are found in the milder forest and coastal regions 
of Kintan. 


The Esral'sa'Nikto, or "Mountain Nikto," are horniess and have 
blue-gray skin and thermoregulating fins growing from their 
cheeks. Their native mountain environment experiences temper- 
atures from sweltering summers to bone-chilling winters, and 
they are well equipped to survive such extremes. 


The Gluss‘sa‘Nikto are the “Pale Nikto,” island inhabitants with 
the horns of the Red Nikto, the smaller facial fins evocative of the 
Mountain Nikto, but with white-gray skin. 


Finally, the M'’shento’su'Nikto are the “Southern Nikto,” yellow 
to orange-skinned representatives that lack horns but have a 
multitude of neck breather tubes. 


Rodian 


Rodians evolved as hunters, killing much of the 
wildlife and predacious species on their planet to 
extinction. The Rodians grew restiess with nothing 
to hunt and turned to hunting each other in gladia- 
torial combat. One of the greatest of the Rodian 
Grand Protectors called an end to this self- 
slaughter around the time that Republic ships 
made contact with the species. The Grand 
Protector saw the expansion into the galaxy as an opportunity for 
the Rodians to hunt new species and targets. 


As a result, many Rodians have taken to bounty hunting. Many 
take on contracts as part of grand games and contests, caring 
nothing for the concept of law enforcement. Rodian society 
awards bounty hunting in a wide variety of categories—Longest 
Trail, Most Notorious Capture, Best Shot. and more. Some 
Rodians have a shady reputation because they've taken to 
padding their hunts by allowing their quarries to commit further 
crimes and increasing their bounties. This, combined with the 
pungent pheromones that Rodians exude, has fomented an 
increasingly common intolerance toward their kind. 


Sullustan 


, Standing 1 to 1.5 meters tall, Sullustans live in vast 
| subterranean caverns beneath the surface of their 
homeworld. Sullust is a volcanic planet, with a 
harsh atmosphere. The underground caverns teem 
with small life-forms that the Sullustans hunt for 
food and clothing. The few predators that wander 
the planet's surface rarely venture underground. 










Sullustans speak 2 chattering language and are known 
throughout the galaxy as capable pilots and navigators. 
Sullustans have perfect direction sense and memory, allowing 
them to remember the paths they have traveled and maps they 
may have seen. This sense is a necessity in the labyrinthine 
caves of Sullust. The people of Sullust have achieved a high 
level of technology, and their underground cities are popular 
among traders who visit the cobbled streets and the wide 
variety of shops. 


Trandoshan 


With the possible exception of the Rodians, no 
other species is better culturally suited to the 
profession of bounty hunting than the 
Trandoshans of the Kashyyyk system. These 
reptilian humanoids not only have strong builds 
and regenerative abilities that can regrow lost 
limbs, but their religious beliefs revolve around a 
god known as the Scorekeeper, who rewards successful hunts in 
the afterlife. 





Bearing the brunt of this bloodlust are the neighboring 
Wookiees. Trandoshans have long hunted the proud arboreal 
species, gathering brute labor for slavers or harvesting 
Wookiee pelts. 


Tusken Raider 


/ oa \ Fearsome desert savages inhabiting the rocky 
Jundland Wastes, Tusken Raiders are the foremost 
| reason Tatooine colonists do not wander far from 
their isolated communities. Extremely territorial 
and xenophobic, Tusken Raiders attack with very 
| little provocation. They show no allegiance to even 
their native worid-mates, as these nomads have 
attacked Jawa scouting parties on occasion. They have even 
gathered numbers large enough to attack the outskirts of smaller 
towns such as Anchorhead. 








Covered from head-to-foot in tattered rags and robes, Tusken 
Raiders—or Sand People as they are also known—brandish a 
deadly bladed club known as a gaderffii. They also carry 
projectile rifles with which to shoot at passing vehicles. The 
male of the species tend to be the aggressors. Females can be 
distinguished by their elaborate jeweled masks with eyeslits 
and torso-covering sand-shrouds. Tusken children wear unisex 
cowls and simple cloaks. 


Twilek 





The Twi'leks use their head-tails, or lekku, when 

they speak their native tongue of Twi'leki. The 

language is a combination of physical and 

linguistic communication, with spoken word being 

supplemented by subtle twitches and moves from 
the lekku. 


Twi'leks are omnivorous, eating cultivated molds and fungi, as 
well as meat from bovine animals called rycrits. They have a sly 
disposition of patience and adaptability. As the Twi'leks learned 
from evolving through the harsh storms of their world, strength 
does not always come from confrontation. Often, as a Twi'lek 
proverb says, “One cannot defeat a heat storm, one must ride it.” 
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Y = * The Hesiesae: 8 originally hail from Gentes, in the 
: | Anoat system, from where they were sold into 
=—s 7 slavery long ago. When the Corellian eccentric and 
= | noble Lord Ecciessis Figg wished to build a floating 
: mining complex on Bespin, he decided to recruit 
=> several Ugnaught tribes to help in the mining of the 
Sh base metals needed to build the structure. To this 
end, he recruited three Ugnaught tribes, the Botrut, the Isced, and 
the Irden. He promised them freedom, livelihood, and a share in 
the Figg & Associates profits. To make themselves feel at home, 
the Ugnaughts have constructed many labyrinthine tunnels 
throughout the city, which can only be navigated by their kind. 
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Often quiet and enigmatic, Weequays can be found 
: throughout the galaxy, from the lower levels of 
: Coruscant to the distant desert flats of Tatooine. 
| They are a humanoid species with coarse, leathery 
| skin and bald heads. By tradition, a Weequay wears 
\ / 2 braided topknot on one side of his or her head. 





































A massive armored juggernaut 
bred for pit fighting, borheks 
have been genetically modified 
into pit monsters for such a long 
time that no one is sure exactly 
where they came from, or what type of 
climate they might have originally existed in. 
One of the best examples of borhek genetic changes invented 
specifically for fighting, is their ability to change the color of their 
exoskeletons. This is especially helpful in figuring out which beast 
to bet on. 


Dewback 


During the blistering Tatooine 
day, the well-suited dewback 
forages for shrubs and small 
desert animals, like young 
womp rats and scurriers. 
When the suns set and the 
temperatures plunge, dewbacks become 
lethargic and rarely move about. 
Dewbacks normally are solitary animals that 
gather once a year in the Jundiand Wastes to mate. As mating 
season closes, females lay many eggs, which hatch six months 
later. Baby dewbacks must fend for themselves and many do not 
survive. This ritual is so ingrained in their nature that even 
domesticated dewbacks cannot breed in captivity. 


Most dewbacks have green scales, but there is variation in their 
colors. Some dewbacks are gray, brown, red, and a few rare ones 
are even blue. Mottled areas and camouflage patterns are 
common. 


Krayt Dragon 


The name krayt dragon encompasses 
a number of subspecies, all of them 
horrific. The canyon dragon is a 10-meter-tall 
example of the desert reptile, its body 
stretching out to 30 meters when full grown. 
Krayt dragons grow throughout their lifespan, 
becoming increasingly stronger with age. Its 
head is crested with five tapering horns, and > 
its face is armored with dermal bone plates. 
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The height of summer is mating season for the krayt 
dragon, and the canyons echo with terrifying howls. Even fierce 
Tusken Raiders flee at this sound, as frenzied dragons have been 
known to unleash terrible destruction and carnage. 


Nerf 


Nerfs are temperamental and 
cantankerous creatures, raised 
for their delicious meat. Despite 
their sometimes vicious 
tendencies, they are domes- 
ticated, herbivorous ... and 
delicious! They also have 
extremely pungent odors, and 
have a tendency to spit on their 
handlers, which means they are 
usually transported to galactic 
meat processing plants (such as 
the one on Coruscant) in specially sealed containers. Rangy and 
supple, the Nerf has long fur covering their muscular bodies, and 
dull, curved horns. 








primagames.com 





Nexu 


The Nexu comes from the 
forests of Indona, one of the 
continents on the planet 
Cholganna. A variety of nexu 
breeds exist, adapted to 
environments such as the cool 
forests of the northern latitudes 
and the warmer jungles of the 
south. The forest nexu has a secondary set of 
eyes that view infrared wavelengths, allowing 
it to see the heat signatures of warm-blooded prey such as 
arboreal octopi and stout bark rats. The creature's sprawling 
stance allows broad footing in the leafy canopies. Nexus have 
been transplanted offworld, and some have even been domes- 
ticated. On Malastare, the creatures are used for patrol duty. 


Ronto 


Rontos are extremely loyal and easily domes- 
ticated. They develop deep bonds with their 
masters and their keen sense of smell serves as 
an early warning to riders of imminent dangers. 
Their size is such that only the largest of 
Tatooine's predators risk attacking them. Even 
Sand People keep their distance from rontos, 
though a hungry krayt dragon fears little from 
the gentle herbivore. 


Rontos have poor eyesight and are easily 
startled by sudden movements. They also 
require a great deal of water, making them 
something of an expensive investment to a 
typical moisture farmer or trader. Rontos are 
well suited for the desert, though. Their skin easily sheds excess 
heat. The flaplike folds framing their broad faces also radiate heat, 
and wrap around to cover their small eyes during sandstorms. 


Sarlacc 


Out in Tatooine’'s Dune Sea 
rests a gruesome creature 
known as the Sarlacc. The 
omnivorous, immobile beast is 
almost entirely concealed 
beneath the desert sands. Only & 
its foul mouth extends to the 
surface, ringed with grasping 
tentacles ready to pull any 
prey unfortunate to fall into the | 
shifting sands. 





Its maw is more than three meters in diameter and is a 
mucous-lined hole brimming with inward pointing teeth. At the 
center of the mouth is a smooth, pointed beak containing a fat, 
muscular tongue, blindly flexing in hopes of capturing a savory 
morsel. 


Because of its isolation, the Sarlacc rarely feeds, as it must rely 
on animals that stumble into the pit. As such, it has evolved an 
extremely efficient digestive process. According to lore, the 
stomach pit of the Sarlacc keeps its prey alive for a thousand 
years, slowly dissolving its meal into needed nutrients, while the 
hapless victim is kept alive in searing, endless agony. 





Y small, two-legged runners that subsist on 













Scurrier 

Rodentlike vermin that infest the 
streets of cities such as Mos Eisley, 
the Tatooine scurrier is named for its swift 
gait and skittish temperament. They are 










refuse and stolen food. The males are easily 
distinguished from the females by their 
crown of twisting antlers. 


Skeeto 


A thin and vicious creature with 
multiple membranous wings, 2 
thin thorax, and a set of deadly 
teeth, the skeeto makes its home 
primarily in the swamps around 
the equator of Malastare, although it 
usually flies up into the canopies of 
trees to hunt for vermin up to the size of 
womp rats. Its jaws clamp onto its prey, 
after knocking it off its feet, and continue to hold on until the 
victim succumbs to blood loss. Large varieties of these creatures 
are said to have carried off smaller humanoid-sized beings. 
although eyewitness reports are hard to come by. 


Terrodaak 


A native creature of Khoima, the 
terrodaak has long been revered by the 
Bando Gora as 2 guardian of the dead. When 
Kholma served as a burial moon for 
cataclysmic war in the Bogden system, the 
terrodaaks' piercing wails struck fear into the hearts of the 
groundskeepers and funeral barge pilots. They too, seem to be 
under Komari Vosa's spell, and patrol the dark sky near her 
hidden temple. 
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Astromech Droids 


Droid manufacturing giant Industrial 
Automaton has all but cornered the 
astromech droid market with their 
immensely successful R-series. Started 
during the Republic, Industrial Automaton's 
foray into the astromech market began with 
the oversized prototype P2 series. While 
the P2 tested successfully on merchant 
ships, copyright issues tied up full-scale 
production of the series. 


Instead, Industrial Automaton recycled body shells of their 
old Mark Il reactor drones to produce the R1 series, a stopgap 
measure that allowed them to have a new droid on the market, 
and dodge any legal issues regarding the P2. The tall cylindrical 
R1 proved to be a success aboard larger vessels and capital ships 
and paved the way for the revolutionary R2. 


The R2 was marketed as a “droid of all trades.* Although 
designed specifically for deep-space repair and maintenance, the 
R2 could be modified to maintain a variety of equipment. Built-in 
navigation software allowed it to calculate and store hyperspace 
jump coordinates, a definite benefit for those consumers who 
own small starships with limited navicomputer capability. 


Power Droid 


Many different power droid models are 
available, all built around the same 
basic form. Veril Line Systems 
manufactures the EG-6 model. While 
most power droids are simple mobile 
fusion generators, the later EG-6 models 
are more advanced. The EG-6 unit is 
equipped with diagnostic software and 
sensors, including an infrared receptor, 
sonar, X-ray and spectrometer equipment. 
The 1.1 meter tall droid is capable of 
charging the power cells of large vehicles in 
one standard day. After this, the droid must be hooked up to an 
energy reservoir to recharge its containment cells. Another 
popular model! is the Industrial Automaton GNK unit, which is 
often referred to as a “gonk droid* for short. 


Protocol Droid 


The protocol droid, developed by 
Cybot Galactica and other large 
manufecturers, features an advanced 
neural network called the SyntheTech AA- 
1 VerboBrain. This elite cognitive module gives a 
protocol droid very distinct personality and a 
strong sense of individuality. As a result, protocol 
droids personalities are as vivid as those of 
sentients, complete with real emotions and 
potential for growth. 
















The sophisticated TranLang lil Communcations 
module found in the standard 3PO unit is capable 
of reproducing over six million languages. Its 
speech/sound system allows 2 protocol droid to 
reproduce any sound & hears. 


Riot Control/Assault Droid 


One of the more useful fand deadly) tools of the Republic 
Correctional Authority is the armored RC-AD 
series riot contro! droids. These heavy droids 
are armed with twin pulse cannons and carry 2 
complex sensor array to detect disturbances 
within the prison halls, or to track would-be 
escapees. They are also capable of 
patrolling the harsh climates outside 
prison walls and can operate in 
Zero gravity, Zero atmosphere 
conditions. They can operate fully 
automated or by remote control. 


Coruscant Security Police 
Ti (and Captains) 


ya a” ft While the Jedi Knights are the 
guardians of the peace for the Galactic 


| Republic, the Republic Security Force 
| is the primary enforcement arm of the 
| Senate. Serving under them are 
thousands of local security forces, the 
Coruscant Security Police Force among 
them. These troops are well trained and equipped with the latest 
weaponry. They were once deployed in force to deal with criminal 
activities in the galaxy’s capital world, but in recent years, the 
Security Police have largely been inactive. In order to appease the 
criminal organizations, which contribute vast sums of money to 
their campaigns, many politicians ensure that no police inter- 
vention will disrupt their activities. While most of this police force 


























is composed of honest men dedicated to protecting and serving 
the people of Coruscant, corruption is widespread within its ranks. 
Even high-ranking captains have been known to “pass the hat,” or 
take bribes, for looking the other way. 


Republic Correctional Authority 
Guard (and Captains) 


Often referred to as “repguards,” 

these regular troops of the Republic 

Correctional Authority are well 

trained and well armed and are 

responsible for keeping watch over 

the galaxy's most hardened 
criminals throughout the galaxy. 
While most of these Corrections troops earn an honest living, 
there is widespread corruption within the Correctional Authority. 
Many guards give in to temptation and, through extortion, 
manage to glean profits from any number of contraband 
smuggling activities within the prison system. 
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Vehicles and Starships 





Jaster's Legacy 


Manufacturer: Kuat Drive Yards 


Make: AIAT/i (Amphibious 
Interstellar Assault Transport/ 
infantry) starship 


Dimensions: Length 31.5 m; 
height 12.5 m; wingspan 30 m 


Hyperspace Capability: Yes 


Cargo capacity: 1 assault repulsorlift craft; 4 military speeder 
bikes; approx. 350 cubic meters in main hold (if troops 
absent) 


Crew: 1 pilot; 1 copilot; 1 rear gunner; 2 turret gunners 


Passengers: Approx. 50 Mandalorian soldiers; 1 IM-6 battlefield 
medical droid; 2 astromech droids 


Armament: 3 dual-barrel laser turrets (2 front; 1 back); 
4 concussion missile launchers; 2 Proton torpedo tubes; 
8 light air-to-air rockets 


A relic of a ship, the Jaster’s Legacy was so named by Jango Fett 
after his mentor Jaster Mereel was killed. Before that, it was 
simply known by its military markings, JASTO7. Jaster's Legacy is 
a heavily modified Kuat Drive Yards light infantry assault transport 
with two very powerful custom Vokoff-Strood sublight engines to 
propel the ship into battle. Under Jaster Mereel's specific 
instructions, it was designed for the Mandalorians to be used as 
an all-purpose attack craft, heavily armored and capable of 
hyperspace travel, as well as high maneuverability in atmospheric 
flight. it was also designed to land on water, as amphibious 
assaults were one of the many tactics Mandalorians employed in 
battle. Jaster's Legacy’s double-armored durasteel hull could 
absorb an incredible amount of damage, and it could outpace 
nearly any starship of its day. 
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Slave | 


Manufacturer: Kuat 
Systems Engineering, 
Kuat Drive Yards 


Make: Firespray-class 
pursuit starship 


Dimensions (when landed): Length 21.3 m; height 7.8 m; 
wingspan 19.5 m 


Huperspace Capability: Yes 
Cargo capacity: 90 cubic meters in main hold (including 
retractable holding cells) 


Crew: 1 pilot; 1 copilot; 1 navigator; 2 gunners (in lower 
cockpit); 1 astromech droid 


Pass : 4 prisoners in retractable holding cells 
engers: 


Armament: Laser cannons, concealed projectile launchers, ion 
cannons, mine layer 


It was one of six prototype Firespray-class pursuit starships 
manufactured by the Republic Correctional Authority for testing at 
the maximum-security asteroid prison known as Oovo IV. Itis a 
state-of-the-art starship, capable of fantastic speeds, and armed 
with the latest weaponry. Jango Fett “acquired” this starship 
during a daring mission to extract a prisoner from Oovo IV. Over 
the next few years, Jango will heavily modify the ship to his own 
personal specifications. Later, Jango's son Boba Fett will contract 
Kuat Drive Yards to completely rebuild the ship from the frame up 
according to his own design plans, and as well as designs his 
father had begun but not implemented himself. 


Why Jango Fett named his starship Slave | is a mystery. 
Perhaps because it was the one of six ships bound 

same slave circuit in the han e he found it, or perhap 
because of something from Janc own past. Maybe Ja 
Fett simply liked the sound of it. 
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; The Longshot 













Manufacturer: Elsinore- 
Cordova Engineering 


Make: Tri-Mark Vil 
Interceptor 


Dimensions: Length 20 m; 
height 15 m; wingspan 30 m 


Hyperspace Capability: Yes. 
Cargo capacity $0 cubic meters (approx.) 


Crew: 1 pilot; 1 copilot/gunner: 1 auxiliary turret gunner; 
2 astromech droids 


Passengers: Up to 20 troops; 4 prisoner holding cells 


Armament 6 rotating laser turrets (2 front; 2 rear; 2 dorsal): 
1 concussion missile launcher array 


Meeko Ghintee's ship, the Longshot, was once a Republic Security 
Force interceptor, designed for interstellar pursuit. After narrowly 
escaping Oovo IV in a hijacked supply freighter, Meeko was 
pursued by Republic Security Forces across several star systems. 
He led his pursuers into an ambush in the Sergesso asteroids, 
where he managed to ram the interceptor into submission, 
breaching the hull, destroying its life support systems and killing 
its occupants. He had jokingly referred to his odds for a successful 
escape as a “longshot,” and so named the stership once he had it 
repaired and outfitted with fresh armaments. The Longshot is an 
exceptionally fast starship, powered by three large Elsinore- 
Cordova Turbodyne engines, and it is armed with an array of 
autotargeting dual-berrel laser turrets and concussion missiles. 


Coruscant Police 
Assault Ship 


Manufacturer. Rothana Heavy 
Engineering (local 
subsidiary of KDY) 

Make: VAAT/e (Variable Altitude Assault Transport 
enforcement) repulsorlift gunship 

Dimensions: Length (clearance with tail) 25 m; height 7 m; 
wingspan 25 m 

Hyperspace Capability None 


Cargo capacity: Approx. 36 cubic meters in main hold (if troops 
absent) 







Crew: 1 pilot; 1 copilot/gunner; 2 auxiliary turret gunners 


Passengers: Up to 15 troops (approx.); 1 IM-6 battlefield 
medical droid 

Armament Concussion missile launcher; 2 heavy laser cannon 
turrets 


A precursor to the LAATA gunship used by the Jedi Knights to 
deploy clone troopers during the Clone Wars, this heavy assault 
gunship was used throughout the galaxy by Republic Security 
Forces, including the Coruscant Police, as a rapid troop 
deployment platform. 


Oovo [V 
Reactor Patrol 
Vehicle 
Manufacturer. 
Kuat Drive Yards 


Make VA (Variable Altitude) repulsorlift patrol vehicle 
Dimensions: Length 20 m; height 15 m; wingspan 30 m 
Hyperspace Capability Yes 

Cargo capacity 90 cubic meters (approx.) 


Crew: 1 pilot; 1 copilot/gunner; 1 auxiliary turret gunner; 
2 astromech droids 


Passengers: None 

Armament 2 rotational heavy laser cannons; 3 composite- 
beam, pinpoint auto-laser turrets; 1 concussion missile 
launcher array 


Created by Kuat Drive Yards for a variety of uses by the Republic 
Correctional Authority, this patrol craft, nicknamed "RPV" for its role 
as the prison’s reactor patrol vehicle is an extremely versatile 
weapons platform. By retracting its articulated arms, the craft is able 
to navigate narrow spaces, then extend the arms for maximum fire 
effect. k is also equipped with two massive repulsoriift engines, 
capable of sustaining hover times of over 100 hours. The craft can 
be controlled by manned pilots or by remote. In addition to its three 
powerful concussion missile launcher pods mounted on the tips of 
its articulated arms, and one mounted underneath the hull, it is also 
equipped with two very powerful rotating laser cannons. It moves 
slowty, however, and did not function well as a pursuit craft, which 
led to the Correctional! Authority's request to KDY to create a fast, 
lightweight and heavily armed pursuit craft, which became the 
Firespray class prototypes. 


Gardulla's Sail Barge 
Manufacture: Ubrikkian Repulsolift Manufacturing 
Make Luxury Sail Barge 
Dimensions: Length 15 m; 
height 5m; width 5 m 
Cargo capacity 125 cubic meters 
Crew: 1 pilot; 2 astromech droids 


Passengers: 100 (approx. 
Armament None 


Gardulla the Hutt’s personal! sail 
barge hes seen much neglect over the years. Once it was a luxury 
barge that carried Gardulla and her entourage across the Dune 
Sea on leisure cruises, or ferried them from her remote palace to 
Mos Eisley, Mos Espa, and Anchorhead to conduct business. It is 
now used by her guards as a defense platform against the 
constant threat of attacking Tusken Raiders. While not as large or 
as well appointed as Jabba the Hutt's own sail barge, it is still an 
impressive vehicle that can achieve speeds of over 100 km per 
hour, and due to its fairly small size, can hover at a height of over 
20 meters. It is usually accompanied by several smaller, more 
agile skiff escorts. 


Solar Sailer 


Manufacturer: Huppla 
Pasa Tisc Shipwrights 
Collective 


Make Punworcca 116- 
class interstellar sloop 


Dimensions: length 15.2 
m; width 4.6 m; depth 4.8 m 


Max. acceleration: Sail approx. 1,000 G; thrusters 30 G 
Max. airspeed: 1,600 kph 








Crew: 1 droid pilot; optional living copilot 
Passengers: 1 in cabin; standing room for 10 


Huperdrive: Class 1.5 
Armament: 84 narrow tractor/repulsor beams 


An exotic, alien conveyance befitting Count Dooku’s enigmatic 
character, the Geonosis solar sailer uses unique technology to 
propel the craft through both real space and hyperspace. The 
seed-shaped vessel has a bracketed bubblelike cockpit within 
which resides the ship's droid pilot, FA-4. The vessel's carapace 
opens to expel its diaphanous sail, which unfurls into a parabolic 
chute that gathers energetic particles for propulsion. 


Count Dooku used the interstellar sail ship to escape from the 
opening battle of the Clone Wars on Geonosis and meet with his 
dark master, Darth Sidious, in the abandoned districts of 
Coruscant. Count Dooku's solar sailer is a hybrid of obscure 
technologies, its core body being a modified Punworcca 116-class 
sloop while the sail was provided by the count himself. 
Geonosian engineers, who have long had a history of designing 
atmospheric sailing vessels, had no problem merging the two into 
the finished craft. 


The term solar sail is a misnomer, because Count Dooku's inter- 
stellar sloop uses an as-yet unknown brand of energetic 
propulsion far more exotic than stellar radiation. Dooku acquired 
the delicate and ancient sail from mysterious Gree artisans, who 
developed a technology that harnesses supralight emissions for 
interstellar travel. 


The solar sailer, like other Geonosian ships, uses a sophis- 
ticated array of narrow tractor/repulsor beams as offensive 
grapples and steering aids when in flight, affording the vessel an 
impressive maneuverability. Dooku has the ship prior to Jango 
Fett being selected as the source of a clone army, just after the 
Battle of Naboo. 


Hell's Anvil 


Manufacturer: 
Corellian 
Engineering Corporation 


Make: KR-TB "Doomtreader" 
Dimensions: Length 50 m; height 18 m; wingspan 70 m 
Hyperspace Capability: Yes 


Cargo capacity: 350+ cubic meters in main hold 
Crew: 1 pilot; 1 onboard systems computer; 1 astromech droid 


Passengers: 6 chained prisoners 


Armament: 1 swivel-mounted quad laser turret; 1 rear quad 
laser turret; 4 recessed automated laser turrets; concussion 
missile launcher array; 4 proton torpedo tubes; tractor beam 


Montross acquired this imposing starship when he killed its 
previous owner, a land baron who had a considerable price on his 
head. Montross considered the ship a bonus. He gutted the 
interior, removing all copilot and navigation stations, and installed 
a hydraulic lift-mounted pilot seat for easy access to the ship's 
unusually large computer system array. The Hell's Anvil has a 
large cargo hold, perfect for storing several prisoners (or corpses) 
in its cells, which are located uncomfortably near the open hatch 
to the sweltering engine room. Above the main hold are the 
captain's quarters and galley, accessible by ladder from the 
cockpit. 


The Hell's Anvil features two powerful aft-mounted Dyne 427 
radial atomizer engines, as well as twin custom Keizar-Volvec 
KV4T8-i sublight engines on each wing. The ship is also equipped 
with a Longe Voltrans tri-arc CD-3.2 hyperdrive, a double-plated 
durasteel hull, and a sturdy, multifaceted deflector shield array. 
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The floating Outland Station is the setting for some of the 
most brutal and entertaining beast fights in the galaxy. and 
tonight's bout is no exception. The brutal borhek brouhaha pits 
the yellow champion against the red challenger. 


As the red borhek roars, a Muttanni can be seen in the rafters 
above the arena, with a Rodian and Gran associate. The 
Muttanni controls the red borhek through a cranial implant of 
some kind. Has Rozatta’s champion met its match? 


a 
Rozatta, the female Toydarian, is more concerned about 
Jango's whereabouts. Meanwhile, the red borhek demolishes 
its opposition, thanks to the Muttanni's joustick fiddling. A 
figure in Mandalorian body armor appears. 









: Jango follows Mecko down. asking him whether he wants to 
: be caught dead or alive Mecko has othe: ideas and launches 
: the borhek into Fett's back. destroying his jet pack While 





=== Dead or Alive, Mecko == 
IM=F O7 ZXNTYV,, ZVVIIB 





Muttanni, Mecko Ghintee As Mecko celebrates. his companions 
? are removed from Ghintee's side In his fear. Mecko drops his 
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Jango Equipment Status: Online 


Avellable Acquired during 





Equipment initia Mission? 
Jet Pack No No 
Fists Yes No 
Westar-34 Twin Dual 

Dallorian Alloy Blasters Yes No 
ID Scanner Yes No 
Gauntiet Whipcord (Snare) Yes No 
Gauntiet Dartcaster Yes No 
Gauntiet Flamethrower Yes No 
Thermal Grenade No No 
Jet Pack-Mounted Missile No No 
Cluster Missile No No 
Turret No No 
Heavy Blaster No No 
Grenade Launcher No No 
Blaster Rifle No Yes 


Map Location 
Display Guide Mission Objectives 


Number Description 1. Defeat the borhek 


: 2. Escape the beast pit 
Pit arena (trapdoor) P P 


ri UPPER LEVEL 3. Find a way out of the arena and 
Elevator up 


hunt Meeko 
Fuel cell barrel near a Huinvee 


doorway 
Doorway to changing 
rooms (ground floor) 


Doorway to changing 
rooms (ground floor) 
Vantage point 
Ground floor 
barrel-shooting point 
Gap to bacta l 
Borhek-shooti 


point 





5. Locate gold Mandalorian Feather 
icon (secret objective) 
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LOWER LEVEL 
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Debriefing Information Jango Fett Powerup 
Smugglers, pirates, mercenaries, and fugitives from across the and Pickup Status: Online 


galaxy take refuge at Outland Station, a seedy interstellar 


Sw 








spaceport far from the scrutiny of authorities. Station owner Acquired during 
Rozatta, an eccentric Togadrian, entertains her nefarious guests Powerup/Pickup Mission? 
in the central arena with popular underworld events such as : 
beast fights. Bacta Fluid Vial Yes 
Mission Overview Sie faa = 
This mission begins as a battle against a fearsome fighting pit Toxic Darts Yes 
monster. You then jaunt through the pit fighting training area, Thermal Grenades 
along ducts, into monster pens, through a hologram firing (one or three) No 
range, and finally to a locked door opened only after more Standard Missile No 
borhek blasting. There's little to fear in this zone, aside from Guster Miscic No 
massiff mauling, so keep your movements slow and precise, 
don't rush into any areas, and follow the walkthrough for Jet Pack Fu No 
bounty advice. Mandalorian Rage No 
Jango's Gear No 
/ - Population Scanner: Online. En Chart Accessible. 
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Objective *i 
completed! 














Target the borhek, then quickly : When this happens, stop 
circle it, firing at its thick : firing, venture close until it 
plated hide with your blasters. : raises its head again, then 

: continue firing. The borhek 
can also leap and charge you 





Follow the instructions, and 


With a mighty bellow, the in a single bound, knocking = -‘MOP over the shortwall, 
victorious borhek sidles away you off your feet fora couple =: ‘©4cing BitHe Tat tie 

a a 
from its vanquished rival, and of seconds. ee a ee 


annoyed that Meeko hes 
jammed it shut. Bring out your 
cutting torch, and burn out 2 
bounty hunter-sized hole. 


turns its attention to you, 
bounty hunter! Your jet pack 
was knocked from your battle 
armor in the previous alter- 
cation, so youcombat the red: 
borhek in the arena. The ? Shoot the borhek when it 
crowd hollers as the fracas ? bellows. Plug away at it until it 
begins.... : topples over. As the combat 
\ : progresses, it may hide 
J its head, allowing it 
to shrug off your ? Counter this by circle-strafing, 
¥ attacks. : staying at mid-range, and 
- : venturing close only to coax 
the borhek's head out. Circle- 











i : strafe behind the borhek and: # necessary, run around the 
= follow it. Don't fire darts pee OF the arena, 
though; these aren't effective. : heading left from the 
When the borhek topples, a : hatchway, and procure a bacta 
portion of the electrified fluid crate. 


arena fence powers down 
after the fight. 


now beneath the arena; take 
the open biast door, which 
leads into the borhek pen. 
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Kick through the hatchway, 
then enter a narrow corridor 
leading to an elevator 
platform. Step on the platform 
and ride the elevator up. 


A few scurriers, mutated 
ratlike critters, scamper about 
the stained floor. You can 
enter first-person mode and 
tag them for target practice, 
but these creatures pose no 
threat. 





At the top is 2 small command 
viewing area where the 
arene’s traps are controlled. 
Run through the bacta fluid 
crate to the control pane! and 
activate it. 

Keep away from the 
impassible, thick-barred 
window. Firing weapons or 
remaining near the window 
attracts the unwelcome 
attention of a group of ne‘er- 
do-wells. 





The central ova! panel in the 
middie of the arena slowly 
descends (Map Location #1), 
Offering a way out—into the 
underbelly of the pits. Run to 
the service elevator, ride it 
down, and run through the 
hatchweay into the arena. 


: 


Surprise is your key in the 
forthcoming fighting, so drop 
down into a service duct on 
the right as you enter this 
chamber. Crouch down, move 
to the metallic grating, and 
bring out your cutting torch. 





it is time to descend into the 
pit! Drop slowly off the sides 
SO you automatically hang. 


Take apart the grating, then 
move into a small pipe 
system. Take an immediate 
left to reach a second grating. 
Burn through that with your 
cutting torch. The remainder 
of this duct is a dead end. 





While hanging, drop to the 
lower overhang, then to the 
central pane! below. You are 














You emerge into a vertical 
ductlike room with dripping 
water. Climb the ladder to the 
upper ledge area, then turn left. 





Follow the instructions—turn 
left and leap up, and you 
automatically hang from a 
narrow wall protuberance. This 
guttering is severed if you 
move hand-over-hand to your 
left, so swing across the gap. 





At the far end of the guttering, 
now above the entry point, 
simply jump to the higher 
ledge behind Jango. Don't 
direct the jump or you'll miss 
the ledge. 


Leap forward onto the 
top of the ledge with the 
grating floor, which leads 
to a square hole. You must 
head there. Or, spend 
some time here, perfecting 
your hanging and jumping 
in safety. 
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Roz informs you that Meeko's 
thugs are waiting below, and 
some of them have prices on 
their heads. Your ID scanner 
has this information primed. 
Drop down, landing on the 
Mandalorian knife continue 
point. You find darts nearby. 
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TIP 


art silently and 


ce duct? 


iple of 
ore the rest 
you. Stay at range 
t blaster-firing 


Ahead of you is a Gran named 
Burbakker Teep, who, if you've 
been careful, won't have 
noticed you. Teep is a part- 
time demolitions expert who's 
wanted by the Republic 
Security Forces. Dead or alive, 
it's your choice! 






Secondary Bounty 


Known Affiliates: Arms C 
Last Known Location: ( 


Originator: Repub 
Brief: \ 


€xpected Target Reaction: 





After you capture Teep, 
continue down the corridor, 
turn right at the first oppor- 
tunity, and pass an astromech 
R5 droid. 





The main corridor leads 
nowhere, so scan the pit- 
fighters'-changing room, 
noticing the ceremonial sword 
and shield, and a quartet of 
Trandoshans ready to rip you 
limb from limb. 





Target = 


Recommended 
Br mele ate 


Back out of the changing 
rooms, using your blaster to 
cut down the charging 
enemies one by one. You have 
plenty of space to backtrack. 
After the fray, run toward the 
control panel near the elevator 
(Map Location #2). 





Call the service elevator down, 
and ride it up to the second 
floor. Exit quickly. Turn right 
down the corridor, toward the 
blue glow. 





Pass through the Mandalorian 
knife continue point, and 
quickly inspect the sealed 
doorway near the astromech 
R5 droid. Fry this droid's 
circuits if you're feeling 
malicious. The sealed 
doonway leads nowhere. 





Pass the elevator entrance on 
your left, and turn the left 
corner. Roz tells you that 
you're near the pit fighter's 
training area. A Gran stands at 
a control terminal ahead. Blast 
him from far range. Tag the 
barrel (Map Location #3) for 
an easy Strike. 


Once the room is empty, you 
see that the crate-filled chamber 
has a doorway that’s shut with 
a red, glowing magnetic sealer. 
Waiking into this seal simply 
damages your baitle armor. 
Behind the doorway, spot two 
Gamorreans. 





Be warned, Jango! There isa 
third Gamorrean—Jabrogg 
Thung the nerf despoiler—who 
has a bounty on his ugly head. 
Approach the next firefight 
wisely. Start by aiming at the 
far fuel cell barrel. 
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During your leaping, you may 
be spotted by one or more 
Grans standing on the 
surveyor's platform at the 
upper, opposite end of the 
arena. ignore them for the 
moment—more bounties 
ahead of you! 


Head underneath the 
surveyor's platform into a 
drab, barren metal chamber 
with two open exits, one on 
each wall. As you reach the 
chamber, plug the Rodian 
here, and another once you're 
in the room. 


Concentrate on the stream of 
reprobates charging out of the 
right doorway (Map Location 
#4). One of the Rodians is 
probably the local murderer, 
Brakko Gaz. Therefore, ignore 
the third Rodian and mark Gaz. 


Besides the trio of Rodians 
{including Brakko Gaz), two 
Trandoshans also lurk here. 
Secure the area, then run 
down the connecting corridor 
(Map Location #5) to a door 
on the right. Behind here is 
another changing room, which 
could house a couple of the 
posse you're fighting. 


1,000 Credits 
500 Credits 


Move to the doorway on the 
opposite side of the chamber, 
and investigate this corridor, 
which ends in another door. 
Deal with the enemies on the 
right side before running 
down here or you may be 
swamped. 
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The three Gamorreans shout 
at each other in the changing 
room behind the door, 
although they can be 
disturbed if you're fighting 
other enemies nearby. In 
addition to the Gamorrean 
trio, a Rodian named Sobel 
Zeelesi is lurking in this area. 


: Coruscant 


public Security Force 


$fo) au dat=Manlelee (=) mre) M\-\"(=16-1 Ml (eler=) 


Will attack in the large group of 


Back away, dispatching Gaz's 
nearby brethren, then snare 
and capture. Use the training 
pit as extra ground to back into 
Execution is not favored 
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Sex: Male 
Homeworld: Rodia 
Known Affiliates: A 
Last Known Location: 
Originator: Rey 


ight- 
forward—your Gamorrean 
adversaries have close combat 
axes, and you have blasters. 
Back away and plug the three 
Gamorreans before they reach 
you. Then tag and bag Zeelesi. 


Take the bacta fluid crate inside 
the remaining changing room, 
and head back into the pit 
fighting training arena. Head 
across the room's platforms 
and take care of the three Grans 
on the surveyor's balcony. 
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Recommended 
Takedown Tactics: 





Blast the Grans from anywhere 
on the pit's ground or from any 
of the upper platforms as you 
leap around the arena. Don't 
leap onto the balcony itself; 
this opens you up to attack. 





If you leap to the balcony, you 
may become temporarily 
immobile if you try to climb 
up near the computer terminal 
in the middle of the balcony. 
Instead, jump to the left or 
right side and land or pull 
yourself up. 


There are two ways to reach 
the balcony. The first is to run 
to the shallow platform near 
the entrance door, climb onto 
it, turn right, then jump and 
onto the platform with the 
bacta fluid crate in the corner. 





From here, leap to the 

platform with the dark blue 
logo, then onto the central 
upper hexagonal pletform. 


Then, make your final jump to 


the balcony itself. 





The second method (from the 
red logo platform with the 
bacta fluid crate on it) is to 
leap to the longer side walls, 
and grab the narrow ledge by 
your fingertips. Then wall 
hang and move sideways 


across, side-jumping the gaps, 


then jumping onto the 
balcony. 








On the balcony, three more 
Grans come and investigate 
the smoldering piles you left 
behind. Blast them, then 
move into the long, oval- 
shaped room. 








‘N 


As you round the 
baiconied chamber, yo 
to a ramp leading up. Turn 

and run up the ramp. Caution 


isn't necessary. 









area, overlooking 
fighter arena itself. 
has dispersed and 
corpses have been r 
leaving the arena in view 


Pass through the Mandalorian 
knife continue point, then enter 
2 secondary, smaller pit arena. 
Ths one is designed for more 
gisdisitoral combat and 
overlooks 2 mesh-walled arena. 





Peer ower the belcony's edge 
(Map Location #6}, targeting 
one of two large vicious 
beasts known 2s massiffs. 
Blast both of them from the 
upper balcony and avoid 


combat 2kooether 
combat siogemer. 





if you must engage the 
massifs in combat, wound 
them first, then drop down 
into the arena. Continuously 
circle-strafe, rolling out of the 
way of the massiff’s leaping 
attack. Keep blasting! 





You can also stand on top of 
the long wall-like structure 
underneath the balcony and 
fire over (but not through) the 





mesh wall surrounds. Watch 
out! These beasts can leap 
over the mesh and attack. 
Keep moving and firing. 


With both beasts downed, leap 
over the mesh, bring up your 
first-person viewpoint, and aim 
at the fuel cell barre! partially 
blocking the magnetic sealer 
doorway. Blow the barrel up, 
but keep your distance to avoid 
taking damage. 








Head into another storage 
room, picking up the bacta 


fluid crate in the far left corner, 


then run through the 
Mandalorian knife continue 
point. This room is now 
secured, so leap to the tiny 
alcove tunnel above the knife. 





A short distance later, you 
emerge and drop down a 
large air duct. ignore this area 
and run to the series of blue 
holographic images on the 
ground. 





This area is a shooting range, 
populated by more of Meeko’'s 
scum. Run through the eight 
hologram pods on the ground, 
and ID scan the range ahead 
of you. A Gran scumbag 
counterfeiter named Obees 
Ramee is among the thugs. 


Known Affiliates: Non 
Last Known Location 


Originator: Re 
Brief nif 


€xpected Target Reaction: 





Optional Objective 
Completed! 





Lay down fire as you advance, 
remembering whether you're 
taking Ramee dead or 
alive, and blasting the 
remaining three thugs 
(a Gran and two 
Aqualish grunts) as you 
advance into the 
shooting range 
aiming point. 





Recommended 
Takedown Tactics: 
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As you round the interior of 
the range, notice ordnance in 
casements on either wall. You ; 
cannot take these, unlike the 
blaster rifle with 99 rounds. 
Use this weapon for the rest 
of the mission. 


Press the hologram switch 
on the right side of the 

Sj gleley eine me-lare (=m eleliceliarep 
Tale mcolem ol-1e)lam-Milaiale) 
exercise. Four types of 
entities appear to shoot at: 


Jawas, Sand People, 
Ewoks, and a Gungan in 
Queen Amidala's 
entourage! Take special 
F-Tienm-] ai caltcMlanr-le(-meJalelelelale 
at the head if possible. 





The area ahead is laden with 
the bodies of the thugs you've 
blasted, and there seems no 
way past the magnetic sealer 
door above the range booth. 
Move down the ramp, turn 
around, look up, and aim at the 
fuel cell barrel near the dart 
power-up (Map Location #7). 


Return to the range, jump up 
onto the booth roof, pass and 
take the bacta fluid vial, then 
pass through the now-open 
doorway, leap over the gap 
leading down to the area 
where you just were, and land 
on the opposite ledge. 


Bring out your cutting torch 
and break open the grating. 
This leads to another storage 
room with barrels, crates, and 






















a box in one corner. Jump up 
in this area, grab a ledge, then 
climb into a thin low roof 
passage. Roll along it to 
quickly cover ground. 





Ahead is your final Mandalorian 
knife continue point. Pass 
through it, then stop. Check 
whether you need the bacta 
fluid vial on the alcove. 
Between you and the vial is a 
drop leading to a long 
passageway. 





You cannot leap this gap, so 
turn left and hang from the left 
ledge, side-jump over the gap 
(Map Location #8), and cling to 
the ledge continuation, then 
drop down to take the vial. 





Drop down to the ground and 
clear the area of the remaining 
thugs from Meeko's posse. Or, 
blast some from your high 
alcove area before leaping 
down—it's your choice. 
Dispatch three Grans and 
three Rodians. 





None of the thugs have 
bounties, so blast away. Once 
this area is secure, look out 


the barred window (Map 
Location #9). it seems you 
only stunned the red borhek— 
it's still alive and in the 
feeding chamber! 





There's no way to reach this 
chamber, so fire at the beast 
through the window bars, 

peppering it with rifie blasts. 





After the borhek lets out a few 
bellows, the beast handler 
runs out of the door in the 
opposite wall (which was 
previously locked) to check on 
the status of his “pet.~ Follow 
Rozatta’s advice and don't 
blast him! 


Enter the door the handler 
opened, run up the 
passage-way, and exit. 
Before you attempt this, 
however, wait for 
the handler to 
return to the 
doorway and 
follow him. 





He walks up the ramped 
passage, turns left, and opens 
the door to his chamber (Map 
Location #10). This is the only 
way to gain access to it. 

Inside, among the assortment 
of interesting posters, is a 
Mandelorian feather—the level! 
secret. Take this! 





© vicinity of the pit 
ghting building, then move 
exterior of the city. 
Jango creeps up to one of 
Meeko's senior Gran advisers 


= no -* : - => 
and “persuades” him to lead 







Mission Objectives 
1. Find Meeko 


3. Locate gold Mandalorian feather icon (secret objective) 





Finish 
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Map Location 
Display Guide 
Location Location 
Number Description 
Platform entrance to 
alce(cre)eit 


Upper connecting 
platform 


City street near 
Ugnaught bounty 


Bottom of pipe slide 
Metal elevator room 


eles) alarcan ce) 
merchant shop 


s(e)o me) Mal(ci te) 
building side 


(Ojo) olcrm olreluce)annmce) 
right of starting alley 


niine. Enti Chart Accessible 








TRANDOSHAN 


AQUALIGH 
MEEKO GHINTEE 
KLATOOINIAN 





ISHI TIB 
ITHORIAN 





Jango Equipment Status: Online 


Avail Acquired during 
iP 


Top of sewage flow 
is tehciem 8)| Blom LOM (ore lial) 








=z me Mission (Mission #3) 
Jet Pack No Yes Jango Fett Powerup : : 
Fists Yes No and Pickup Status: Online 
i % Acquired during 
, a rE Po /Pick Mission? 

ID Scamne Yes No 
Gauntict Whipcord (Snare) Yes No Backs ad = 
Gauntiet Dartcaster Yes No Bacta Fhid Crate Yes 
Gauntiet Flamethrower es ° ape Sa A 
Thermal Grenade No No Toxic Darts No 
ape ee é = (one or three) No 
len eas Missile No , Standard Missil No 
Qluster Missile o No Missile No 
mess ; = - Jet Pack Fuel No 
= ms Mandalorian Rage No 
Grenade icin No No “5 Gee No 
Blaster Rifle : No . 












However, as the Gran dawdles 
in the other direction, check 
out the droids milling about 
the dead-end area. There's an 
R5 and R4 astromech droid, 
plus two protocol droids. 





Drawing his twin blasters on 
an unsuspecting Gran, Jango 
informs him that he's been 
“elected” to lead Jango to 
Meeko's hideout, somewhere 
in the maze of corridors and 
bridges of the Outland Station 
city. The Gran pleads that 
Jango keep his distance to 
avoid Meeko's thugs unloading 
their weapons on both of them. 





eal ie 
Bring out your ID scanner and 
survey the area. One of the 
protocol droids, TC-9D0, has 
sensitive information stored 
inside its memory circuits. Truss 
up this easy bounty, follow the 
Gran past an Ugnaught. 


ed 





The Gran cautiously jogs 
forward. Follow him, blast 
him, or ignore him completely. 
For the purposes of this 
mission, the Gran has been 
left alive. At the T-junction 
ahead, the Gran turns left. 





Debriefing Information 


A hive of streets and alleys surrounds the fighting arena. Merchants 
trade their wares, mercenaries scout for jobs, and everyone else 
merely tries to make his or her way in the universe. 


This mission is initially confusing, but you simply follow a twisting 
pathway through Outland Station city to a jet pack dealer. You then 
use your newly acquired flying ability to retrace your steps as you chase 

Meeko's stolen speeder, blasting and collecting bounties from the upper 

areas of town. Follow the path and maps, and you can continue your hunt 
for Meeko, which eventually leads you to a series of sewer slides before a 
final showdown with a select group of his thugs. 















Secondary Bounty 


Target * 


Species: F 

Sex: N/A 

Homeworld C 
Known Affiliates: 
Last Known Location 
Originator. > 

Brief: This we 


Expected Target Reaction 
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Also in this area is a waste 
disposal canal with a wrecked 
hover vehicle at one end. If you 
fall into this canal, clamber 
onto the wreckage to reach the 
pathway, or use it as cover. 


The Gran continues along the 
walkway, turns right, crosses 
the It bridge (Map Location 
#1), and opens up a large 
metal door—this leads straight 
to Meeko's hideout! The Gren 
Goesn't need to open the 
door—you can, 2s well. 





As the door opens, you see 
Meeko with a group of his 
henchmen, checking the purity 
of death sticks in 2 small 
medica! laboratory. “Triple pay 
to the one who kills that 
bounty hunter!" shouts Meeko, 
who then flees. Prepare for a 
firefight! 











if the Gran opened the door, 
the enemies will be surprised 
and back up into the room. If 
you opened the door, 
however, they are ready, and a 
storm of laser fire fills the air. 
Engage those thugs! 





You can retreat into the canal 
or back around the walkway 
to your initial starting point 
and pick off the Aqualish and 
Rodien thugs one at a time. 
Try this only if you're short 
on health. 





A better plan is to charge the 
assembled goons, using the 
blaster to dispatch them in 
the enclosed space. No thugs 
have bounties, so blast 
away! Take out the Gran if 
he's still alive. 





Combat is short and one- 


sided. Down the enemies, 
then take the bacta fluid crate 
near the cylindrical container. 
Leap onto the mesh elevator; 
it is damaged, so leap and pull 
yourself onto the ledge. 





You may have Aqualish and 
Rodian reprobates dropping 
down from the ledge above. 
On the upper ledge, inves- 
tigate the two small filing 
rooms, each with a Rodian (or 
sometimes an Aqualish) 
inside, as well as a fluid vial. 





Use your cutting torch to cut 
through the mesh doorway in 
the lab’s southeast corner. 
Behind it is a Mandalorian 
knife continue point. Meeko 
rushed through here, so 
continue your pursuit. Turn 
right, tagging a Rodian. 





Head through the larger metal 
door and you appear on the 
connecting platform above the 
canal (Map Location #2). 
Continue toward the identical 
door on the other side. 





You appear in the storage 
room, where two thugs 
(usually Rodians) hide 
behind the pile of crates. 
Dea! with them, then drop 
down onto a large crate on 
the ground level. 





Behind the large crate is a 
bacta fluid crate. Pass through 
the doorway, into the 
connecting corridor, and turn 
right, preparing for combat. 
Blast the enemies in this 
passageway quickly. 





Two doors at the end of this 
passage face north and south. 
Use the control switch to the 
side of each door to open it. 
The south door (left of you) 
leads back to your starting 
position. Ignore it, unless you 
missed that protocol droid 
bounty. 





Open the north door and 
prepare to blast some 
incoming alien scum—you 
briefly spot Meeko. 


NOTE 


During the chase, when 
the walkthrough lets you 
know that Meeko is in 
visual contact, enter your 
ID scanner, and look ata 


mugshot of the scumbag. 
bolt merclamts ise (sani (-i1commolele 
he always flees before you 


can damage him. 
Therefore, concentrate 
Wolelmilgcmelamaltomelectinieciae 
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Hive Tou 


upper building ledge to your 
left, and an Ugnaught walking 
around. Blast the thugs, but 
watch for the Ugnaught, 
Onicrop K‘Cin. Mark him 
quickly. 


From the street to the north, 
three enemies close in on your 
: location. Blast at them. 
2 Detonate the yellow neon sign 
: to send them flying. Optionally 
stay at the doorway to pick 
them off at range. 





Meeko Ghintee is a wanted 
Muttanni, evidenced by the 
wanted posters pasted 
along the walls here. 
Continue the search before 
another bounty hunter 
steals your prey! 


As you emerge onto the 
streets (Map Location #3), you 
see a couple of thugs on an 


e: Onicrop K'Cin 


1,500 Credit: 
750 Credits 
lelarcivreiay 


ar Continue north along the 
Vidaie 


narrow street, readying your 

preferred piece of killing 

ordnance. More enemies, 

mainly Grans, Rodians, 

Aqualishs, and Klatooinians, 

appear ahead and behind you, Meeko has retr 
: from the corridor you just platform 
Subject has detailed knowledge of Trade Federatior : exited. Blast away! 


Galact 


encryption codes 


ignoring the cow tl 
humans, and prep for ignore t 


Will attempt t + an 
te further firefights. ut ti ; theca 


way from you, and the combat the wandering he : ; are ; : bringing 


Rodian hiding behind 
fallen cylinders and 
another right turn. Ti 
cowering humans ca 
avoided or dispatched. 


situation, head# 


assassin? 





After you tag the assassin, exit 
the canal sewer by moving to 
the large metal pipe end at the 
opposite end of the canal from 
where you fought And-Yees. 
Use the cutting torch to meit 
the square mesh blocking 
your way. 





Climb up the ladder inside the 
pipe, leap into the smell mesh- 
floored room, and pass 
through the Mandalorian knife 
continue point, downing the 
two Kiatooinians who were 
firing at you from the far side 
of the canal 





Look above to spot two large 
pape exits. Climb up and into 
the pipe to your left. Slide 

down the pipe to the ground. 





You appear at the near end of 
a long thin street, with two 
Aqualish thugs taking pot 
shots at you. Plant ordnance 
of your choosing into them. 
That's Meeko running away 
from the combat! After him! 





Run across the pile of trash, 
taking out a Gran as you 
round a corner to the right, 
passing 2 couple of 
Ugnaughts as Meeko bounds 
away from you. Ahead are a 
number of large pipes seeping 
orange steam. There are no 
bounties here. 





Run forward and roll under 
the pipe, in the middle of two 
gouts of harmless orange 
steam, then turn quickly to the 
night. Run past another 
Ugnaught innocent, then turn 
a left corner (Map Location 
#4). There's that fiend—on an 
elevator platform ahead! 





You lose sight of Meeko 
momentarily, even if you've 
been chasing him with perfect 
strides. Check this high, 
narrow street area for 
enemies. A couple are in an 
alcove, guarding some bacta 
fluids. Take them down. 





Now aim up at the Aqualish 
who's standing on a metal 
platform, then climb up onto 
the platform. The elevator in 
the northwest corner has been 
deactivated; you must leap 
there manually. 


Name: Bobot Beka 
Wanted 

Alive: 2,000 C 
Species: Kiatooinian 
Sex: N/A 
Homeworld: Kiziooine 
Known Affiliates: Peiso 
Last Known Location: C 


Originator: Roz 
Brief: Pa 


Expected Target Reaction: 


fi oe — 





From the platform, jump and 
grab the narrow ledge on the 
building wall to the east. Then 
wall hang and move left, side- 
jumping the gap and grabbing 
the next portion of the ledge. 
When you're behind the 
elevator, jump. 





You land atop the elevator, 
allowing you to access the 
doorway Meeko bounded 
through earlier. Once through 
the doorway, you appear ona 
platform above a main street 
below you. Around a dozen of 
Meeko’s henchmen are 
waiting for you! 


Secondary Bounty 


Target * 
Bounty 


Recommended 
Takedown Tactics 








Focus on the two thugs on 
the rooftop diagonally ahead 
and on the opposite wall 
from you. One of these goons 
is the Klatooinian Bobot 
Beka. Mark him at once—he's 
likely to drop down into the 
combat to come! 





With Bobot Beka marked, 
shoot his rooftop chum, then 
drop into the combat haze 
below. You can aim and fire 
from your vantage point first. 
Four thugs are in the first 
partition of this corridor. 
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Another four thugs stream 
into the second partition. 
Engage them however you 
wish—there are no more 
bounties here. Continue the 
blasting until the area is clear. 
There are two bacta fiuid vials 
to replenish your health. 


Now enter the door that slides 
open at the far end of the 
main street. This leads to an L- 
shaped connecting tunnel with 
a Mandalorian knife continue 
point at the middle. Move 
through the opening door at 
the other end. 





You appear at ground level on 
another main street area (Map 
Location #5). This area teems 
with Grans, Klatooinians, and 
Rodians—about eight of them 
including one inside a trash 
bin. Take them down ina 
fierce blaster battle. 


Use the trash bins for cover, or 
retreat through the doorway 
to avoid being ripped apart by 
lasers if the fight isn't going 
your way. After the battle, 
search the street. 


Continue to the far end, turn 
right, and find a bacta fluid 
crate in an alcove in an air 
duct. Take this if needed, then 
run back to the courtyard 
where you entered this sireet. 
The doorway has fused. 





However, the square-shaped 
grating to the left of the door, 
in the southwest corner of the 
street, yields to your cutting 
torch (Map Location #6). 
Break the mesh grate open, 
crawl inside, turn right, then 
right again. 





You're at a second grating. Cut 
through this second mesh 
plate, and step out into 
another long and expansive 
street. After the cutscene 
finishes, you control Jango 
again at the northwest part of 
the street, not the southeast 
area where you entered. 





Jango drops to street level as 
Meeko runs to the far north 
end of the street. An Ishi Tib 
barters with a street trader 
about the merits of a used 
delivery speeder. It's not worth 
more than 250 credits! 





























The merchant begs to differ— 
this is an SB3 speeder for 
crying out loud! The Ishi Tib 
asks for 300, but settles for 
350, and the pair exchange 
contracts just as Meeko 
clambers into the cockpit and 
blasts off in the speeder! 








The Ishi Tib pleads for his 
money back, but it's too late. 
Perhaps that jet pack could 
help? Alas, the Ishi Tib has 
limited funds. Unlike Jango, 
who walks up to the merchant 
and takes the jet pack in return 
for sparing the vendor's life! 


ao 
0 BOUNTY POSTED 


Meeko is zooming off in the 
delivery speeder, but he 
always stops to let you catch 
up. Now turn, and optionally 
deal with the two humans and 
the Ithorian. 





Meeko is in merchant's row, 
so head there after you clear 
the area. The vendor can't be 
killed—you keep your word— 
but everyone else is fair game. 
The building next to the 
merchant's stall is also of 
interest. 





Use your jet pack to boost 
vertically up onto the red roof 
of the stall and again to the 
top of the building. You 
complete the remainder of this 
mission in the skies. Land on 
the roof. 





Boost over to the second 
building along the west wall of 
this street, then gaze at the 
thick dome above. Floating in 
the air is the Mandaiorian 
feather for this stage. Note its 
location. 





Boost to the final building on 
the west wall, turn left, and 
boost vertically up, then across 
to the platform above the 
short-circuited door. Don't 
keep going, or you'll attract 
attention! Instead, turn around. 





Jump up, boost up unti 






you're level with the floating 
Mandalorian feather, then fh 
horizontally through i, 
completing your secret 
objective. Land, using your 
boost to cushion your fall, and 
jet back to the platform. 


< 


is rooftop—the 
stealing Odnalor Chull. 
ate is a Klatoo 


ngaging 
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The rooftop holds a Rodian. 
Defeat it, then the two 
Klatooinians and the Gran on 
the next rooftop squares 
upward, and finally land back 
on the roof. Move around the 
cylindrical building support 
and into the next street. 


This street area is the rooftop 
portion of the street zone 
where you fought and tagged 
Bobot Beka. Now you have the 
bonus of blasting the 
criminals lining the rooftops. If 
you missed a bounty earlier, 
check this area for Beka. One 


| after other 


(#011 is 


ing difficult 


of these Rodians is Gabo 


Tychee, a turncoat from the 
Hutt crime syndicate. Mark 
him before you continue 
fighting, and tackle Gabo as 
soon as you mark him. 


Jet to the lower building 
rooftop ahead of you, then turn 
right. Blast the Aqualish waiting 
on the roof ahead, and take the 
bacta fluid crate if 

necessary. Then 

boost to the 

building at 

the back of 

the street 

and take 

care of the 

Rodian. 
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Secondary Bounty 


Name: Gabo Tychee 
Wanted: 

Alive: 4,0( 

Dead 
Species: 
Sex: Male 
Homeworld: Rodia 
Known Affiliates: Num 
Last Known Location: 






The back two buildings contain 
a Rodian and an Aqualish. Deal 
with them, then check out the 
south-side rooftops. Take care 
of the hapless punks attempting 
to shoot you. More enemies 
appear on rooftops you cleared. 
Time to leave! 


If you fall to street level, look for 
a piece of building that's jutting 
out, and land on it, then boost 
up and land on a roof section. 
Work your way to the under-lit 
rooftop on the south side. 
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Target = 
Bounty * 


Recommended 
Takedown Tactics: 


Blast the Klatooinian guarding 
the bacta fluid crate on the 
building roof below, then 
boost up onto the slanted 
rooftop ahead. Meeko's 
speeder zipped through here. 





Leap onto the roof as it slopes 
down and Meeko's speeder 
blasts off, and head through 
the Mandalorian knife continue 
point. Jump before you stop 
sliding and fall to street level, 


and boost to the balcony on 
the metal building ahead (Map 
Location #7). 





Defeat the two Rodians, grab 
the bacta fluid crate, then turn 
right, looking through the 
Square-shaped opening through 
which the speeder zoomed. You 
must land precisely on the lip of 
this opening. 





If you land on the lip, peer 
down at the large pipes below, 
and set your ID scanner to 
target a Gran named Ninopas 
Orocc, the despicable hover 
platform defacer. If you 
overshoot the lip, land on the 
ground and mark Orocc. 





Shoot the three other Grans 
and the Aqualish, tag and bag 
Orocc, boost and land on top 
of a large pipe. If you fall to 
the right, you'll plummet 
through a gap and land on the 
street level. 








This is the area where you 
rolled underneath the orange- 
steam pipes. Boost back up the 
way you fell, land on a pipe, 
then continue to the upper 
pipe area. Look for the gap 
between the pipes to boost up. 





On the two pipes, turn left, then 
run off the edge of the left pipe 
boost horizontally, turning left 
as you fiy, and you'll spot 
Meecko's speeder taking of 
along the narrow street. Land 
on the pipe embedded in the 
opposite wall. 






support and land in 
pipe ledge. Wait for your jet 
pack to replenish, then oO 
up and into the large m 
hole in the east wall. fo 
the speeder. 











tunnel, boost forward to the 
end, then make a right turn 
boost out and through 2 
Mandalorian knife contin 
point, and drop down onto e 
mesh floor below. You're 
back at the second sew 
canal erea. 








Secondary Bounty 


Known Affifates 
Last Known Location 
Originator 

Bricf 


Expected Target Reaction 


Boost over the canal, retracing 
your steps to the mission start 
position. Once over the cana 
area, turn right, then left, and 
boost down the street. You 
can teke aim at anyone left 


Standing. 





At the purple—tit ledge near 
where you bagged Onicrop 
K'Cin the Ugnaught, boost up 
and onto the ledge, then take 
the bacta fluid vessels in the 
area. Continue boosting. 


Target = 
Bounty * 


Recommended 
Takedown Tactics 





A break in the left wall allows 
you to follow the speeder 
across the upper rooftop 
alcove. You appear above the 
first canal area. opposite the 
door leading to the med lab 
where Meeko’s goons 
ambushed you. 





Turn right, following the canal 
and landing on the walkway. 


Then turn right, then left, 
back along the initial streets. 
When you reach the turning 
to take you back to your 
starting point, ignore it and 
boost ahead. 





«fee. 
a ? io — 


The speeder turns left, and you 
can follow it or land on the 
bridge platform and move 
through the entrance (Map 
Location #8). Meeko’s craft 
disappears over the rooftop. 
You lost him! Your jet pack can't 
boost that high, so drop down. 





Land in the canal sewer (a 
new area), and run to the 
northeast end. A metal sluice 
pipe juts out. Hop into it, bring 
out your cutting torch, and 
open the square grating 
hatchway. Roll inside. 





The pipe stops abruptly, but 
you're not at a dead end. Boost 
vertically upward, using the 
grating you threw down as a 
spot to boost from. At the top, 
turn and head into the mesh 
room with the Mandalorian 
knife continue point. 





The area also contains a bacta 
fluid crate. Take that, and enter 
the open-air area to the south. 
If you‘re quick, you'll spot 














Meeko descending into a long 
flowing sewage pipe. Pass the 
cascading sewer faucets and 
enter the sewer. 


The sewer section is made up 
of three long sluice waterfalls, 
with unstable flooring. Before 
you boost over the edge of the 
sewage river (Map Location 
#9), check out the balcony 
ahead of you. One of the three 
goons is Magro Slim—the 
filthy lavatory defacer! 
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Either blast the three targets 
from the edge of the waste 
waterfall, or boost onto the 
balcony and take care of them 
at close quarters. The doors at 
each balcony end are locked. 


Beneath the first balcony is a 
second one, with a couple of 
guards awaiting you. Meeko 
zooms through the large 
access hole in the wall ahead 
of you. Engage the two 
enemies if you wish, sliding 
down the waste river. 


At the bottom of the first 
sluice, slide and then boost 
up, then through the access 
hole. Meeko turns his ship 
around and boosts farther 
down the next waste river. 
Continue the pursuit. 
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Two more balconies contain 
enemies you may dispatch or 
leave (they have no monetary 
value). After the second 
balcony, boost through a 


second access hole. 


There are three waste 
waterfall zones, and the first 
two are identical. If you fail to 
fly through the large hole in 
the wall ahead of you, you 
land at the base of the 
waterfall in a long thin alcove. 


Sometimes, an enemy 
patrols this area. Dispatch 
him, then search for a square 
grating in one of the walls, 
low down. Use your cutting 
torch to burn through the 
grating, and climb the steps or 
boost back up and try flying 
through the next hole again. 
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Descend past two more 
balconies, complete with 
enemies that are optional 
targets. Inside of an access 
hole, this waste canal river ends 
in a two-floor flat area. Continue 
to slide down the river—inves- 
tigate the top area if you wish 
to conclude this mission. 


Underneath the large stone 
platform is a pipe continuation 
with a barred grating (Map 
Location #10). Behind the 
grating is a Mandalorian 


feather! However, you can't 
grab this—you already found 
this area's secret. 


The feather is the secret in 
your next mission. Look for 
the vertical waste pipe. Boost 
vertically, grab the pipe 
support, then the support 
above it. Boost up and climb 
onto the upper platform. 


Meeko has crashed his 

spee into a hatchway door 
ahead of you! He clambers out 
and disappears into a 
conveyor belt area, leaving 


seven of his goons to cover 
his tail. Prepare for battle; 
mark the secondary bounty! 


n with three thugs on the 
and four on the right, this 
refight isn't | likely t 


the remnan 


ts of Mee 
nter 


Mission Objectives 


3fgo transport system 


t Meeko’'s ship 
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Map Location 
Display Guide Jango Equipment Status: Online 


Locaten Location Available Acquired during 

| Co iment initially? __ Mission? Jango Fett Powerup 
Reactor blocks Jet Pack = Nici and Pickup Status: Online ; 
Covered aicove Fists Yes No Acquired during 
baicony Westar-34 Twin Dual Powerup/Pickup Mission? 
Covered corridor Dallorian Alloy Blasters Yes No Bacta Fluid Vial Yes 
walkway ID Scanner Yes No Bacta Fluid Crate 


Magnetically sealed Gauntiet Whipcord (Snare) _— Yes No Sniper Rounds 


Yes 
: No 
exit doorway Gauntiet Dartcaster Yes Yes Toxic Darts Yes 


Magnetically sealed Gauntiet Flamethrower Yes No Thermal Grenades 
exit doorway Thermal Grenade No No (one or three) 
Conveyor beit Sniper Rifle No No Standard Missile 
overlooking bounty Jet Pack-4Mounted Missile No No Cluster Missile 
ECP emeks iam Cluster Missile No No Jet Pack Fuel 
Bounty encounter Turret No No Mandalorian Rage 
conveyor belt Heavy Blaster No No Jango's Gear 
Conveyor belt Grenade Launcher No No 

(optimal location) Blaster Rifle No No 


Upper support ledge 
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1 a —| E Debriefing Information 

- Ru Dozens of docking bays ring Outland Station's core, separated by a great 


y, chasm. A complex conveyor system transports cargo to and from 
- : docked starships. Fuel cell barrels and other hazardous cargo pass 












A series of large chambers filled with winding conveyor belts and Meeko’s 
thugs, keep your jet packing skills from becoming stale. You can go only 
certain ways during this mission, and exit doorways (magnetically sealed) are 
always lit by a green light. Follow the walkthrough to snag the bounties—many 
are cunningly placed and can get crushed by the crates on the conveyor belts they're 
near. Finally, you encounter Meeko himself, strapped inside his spacecraft, the 

im e““leee Longshot. Stay on the belts and take out turrets, then bring this punk to face justice. 





Population Scanner: 
Online. Entity Chart Accessible. 





RODIAN 
TRANDOSHAN 






The door ahead of you is 
locked and cannot be 
breached. So jet forward and 
to the night, toward the 
connecting supports and 
conveyor belts. However, 
explore 2 couple of areas first. 





KLATOOINIAN 


CIVILIAN (MALE) 
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Stand on the left power 
generator on the initial 
support column, and boost 
over to the covered corridor. 

: landing on the roof. Look to 
overlooking the struts and = your right, along the well, and 





conveyor belts contain a : See 2 viewing chamber. ignore 
number of entities. The > the enemies inside it 


balcony area houses 2 couple 
of reprobates, which contin- 
uously appear. Blast them or 
avoid their gunfire. 





Target and dispatch the two 
Gran thugs waiting behind the 
two generators ahead of you 
(Map Location #1). They use 
these as cover, so step 


Starting out on athin support : around, or fly over and land : 
beam, Jango surveys the ? on top of the generators. : 
scenery, while Rozatta garbles_ : E 
something about your location y ' 





being very near the docking 
bay—where Meeko is 
attempting to escape in his 
ship, the Longshot. The 


There's 2 bacta fluid vial on 
top of this structure. but boost 
here only if necessary. To land 





conveyor belt leading to the The connecting covered : Safely, boost upward first 

docking bay is to your right. corridor to your left has : then toward the roof. if you 
reinforced glass, which your > boost horizontally, you won't 
blaster fire cannot penetrate. have enough height. 


Therefore, don't try to shoot 
the innocent beings walking in 
this area. 





f the square p 


the support 4 


r you bag and tag Gabo, 

re the cowering “friend” of 

hologram distributor, and 
run to the end of the pipe. 
Take the Mandalorian feather 
secret pick-up. Excellent! 


it may be tricky for the 
amateur jet pack user to 
emerge from this pipe 
without an alarming death 
plunge, so swing the camera 
around in front of Jango, then 
boost out and up. 


Turn in the air and land on the 
top lip, or top, of the pipe 
jutting out from the wall. You 
don't have enough boost to 
boost up to the initial 
platform. Wait for your jet 
pack to replenish, then boost 
up to your starting point. 


Run along the initial platform, 
leap onto the right-side 
generator, and take out the 
foes nestled in the balcony to 
your right. More may lurk in 
the middle balcony, too. 


Boost forward to the roof of 
the right-side balcony (Map 
Location #2). It's easy to boost 
upward for a second, then 
across, so you make the slight 
ascension needed. Land on 
the roof and stop. 


Wait for your jet pack to 
replenish to maximum 
levels, then boost to the 
covered corridor ahead. 
Land on the roof and run 
to the right-side 

wall area. 


fete y 


Boost to the baicony roof on 
the right-side wall. Ignore 
those enemies inside and 
boost onto the roof. Then 
almost immediately boost off 
the roof, and forward, landing 
on a conveyor belt below. 


This alerts enemies in 
balconies above and 
behind you. Ignore them. 
Run in the direction the 
conveyor is moving and 
into the Mandalorian knife 
continue point. 


Before you enter the 
conveyor belt tunnel, 
optionally jet to the covered 
corridor at the far end of the 
curved area (Map Location 
#3), ideally boosting from a 
crate. Here, you can blast 
enemies in the nearby 
balconies, although this isn't 
necessary. 


By now, you've spotted 
your first conveyor belt. 
This carries a number of 
nondescript boxes headed 
for far reaches of the 
galaxy, as well as smaller 
fuel cell barrels. These are 
alle lal hva=>.40)(e-1hc eave me lela 
stand near one when firing, 
or being fired at. 
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Head into the conveyor belt 
tunnel, running up the sides of 
the conveyor belt to pass the 
moving crates, or jetting 
around or above them, until 
you reach a long chamber 
where packages are split up. 
Rozatta uploads more bounties. 





Pass through the Mandalorian 
knife continue point on the 
other side of the left conveyor 
belt, and prepare for combat 
and bounty hunting. Drop 





Homeworld: 


Known Affiliates: Technica 
Te t : 


Last Known Location: Outland ‘ 


Originator: S 
Brief: A 


€xpected Target Reaction: 











down off the left side as the 
conveyor belts cross above a 
lower ground level. 


In the remainder of this lower 
level is a power droid that 
observes the conveyor belts 
and reports malfunctions 
before fixing them. it topples 
over if you blast it. Now search 
for the Ugnaught secondary 
bounty named Aritzam Hathan. 


You land near approximately 
five Klatooinians, who draw 
their weapons—a fatal 
mistake. Unload on them as 
more run in from the far end 
of the upper area, down 2 
conveyor ramp. 


With Hathan trussed up, take 
the bacta fluid crate under the 
nearest conveyor belt, then 
boost and climb onto the far 
side of the chamber, heading 
toward the magnetic sealer 
doorway. 


You could boost over the 
lower area toward the far 
upper end of this chamber and 
take out more Klatooinians 
before they drop into the 
lower area, but this isn't 
necessary. Make sure to target 
only Klatooinians! 


You may spot more blaster fire 
from behind you, as stray 
Klatooinians continue to 
emerge. Leave this chamber, 
standing far enough away 
from the red sealer doorway. 
Look for a fuel cell barrel on 
the conveyor belt. 





Recommended 
Takedown Tactics: 





















Enter first-person viewpoint as 
the barre! nears the red 
magnetic doorway (Map 
Location #4); take careful aim 
at the barrel, blowing it up as 
it touches the sealer, short- 
circuiting it and allowing you 
through. Your aim doesn't 
need to be perfect. 


Enter a long descending 
tunnel, jetting over crates and 
through a narrow gap. Turn a 
right corner and the tunnel 
opens into a lerge conveyor 
room, filled with linking befts 


and crates. 





continue point. 








Although you can loca 
exit conveyor belt at any 
time, two secondary b 
are near. First thou 
or jet to the opposite f 
the chamber and grab the 
toxic dart. 





a - 2 ee) 


tation, take out 

urriers here too. Now 
secondary bounty—an 
ht attempting to biend 


lo 
ts and secure 
ide. Note the 


Several thugs attempt to 
thwart your progress—mainly 
Grans and Rodians. A couple 
of Rodians may appear in the 
middle of the chamber, 
strafing your location. Blast all 
of these degenerates! 


During the battle, avoid the 
eastern area or you'll frighten 
a human, who may run into a 
volley of shots. This is Hatras 
Nikk, who isn't as innocent as 
she looks. 


nistrator 


n rob rich human 


ry OUSINESS 


firefight 
n resolved. T 
use inadverten 
so mark Hatras 
s an easy 2,000 
cre or an alive capture, s 
try not to blast her! 


— ee 


With all (or most) of the 
enemies slain, exit this 
chamber. Jet to the upper 
magnetic sealer doorway in 
the eastern part of the room 
(Map Location #5). It is the 
only doorway with a green 
light above it. 


Wait at a safe distance for a 
fuel cell barrel to pass through 
the doorway on the convey 
belt, then blast it, opening the 
doorway. Pass inside another 
conveyor tunnel, heading 
upward. Watch your step! 
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You enter a cathedral-like 
conveyor station, with much 
to be wary of. Use the map to 
orient yourself. Boost to the 
platform ledge, blasting the 
Klatooinian and passing 
through the Mandalorian knife 
continue point. 


Roz lets you know that the 
barrels on this conveyor belt 
have been deactivated. Only 
one belt—higher up and in the 
opposite corner—allows you 
to exit using the barrel 
explosion method. 


This complicated area has 
numerous belts crisscrossing 
at different heights. There are 
eight different platforms 
however, and each one 
houses one or two thugs— 
usually Rodian, Klatooinian, 
Gran, or Trandoshan. 


You can spend a consid- 
erable amount of time in this 
zone, usually attempting to 
land, and stopping short of 
slipping down the wall sides 
relate Mla) CoM isi=m ei @e.-) (0) am sites 
up in short bursts if this 
happens, and grab a ledge or 
land on the lowest central 
conveyor belt. 


Engage in combat at any 
of the small platform 
structures near the support 
pillars. The doors where the 
thugs came from are all 
secured and cannot be 
unlocked. Enemies usually 
fall into the pit below during 
combat. 


Remember that you can 
grip the sides of the 
conveyor belts and the 
protruding edges of the 
support pillars. Stand on the 
tiny triangular floor space on 
the pillar edges to gain visual 
height when looking around. 


Be wary of the purple 
electrical magnetic 
equipment sealers on each 
platform that inactivate the 
barrels. These seriously 
damage your battle armor, 
so avoid these sparks at all 
times, boosting over or 
around them. 


The quickest way through 
the remainder of this 


mission is to remember that 


all remaining secondary 
bounties are Aqualish 
thugs. Use your ID scanner 
only on them. 


~ 


To swiftly move through this 


chamber, boost right, heading 


southeast from the first 


platform ledge. Head to the 
nearby platform on the east 


side of the electrical 
discharge, on a slightly 
lower conveyor belt, in 
the middle of this chamber. 


Tackle or ignore the single 
enemy. After you land, the 
conveyor belt continues in a 
long north turn. Walk on the 
conveyor belt's right edge and 
look at the many conveyor 
belts below. 


Look southeast to the two 


platforms containing your next 


two secondary bounties. f 
east and drop onto the 
conveyor belt headi 


east wall. 





Another belt is underneath this 
one. From eithe: 


corner. This slopes 


i. Land and follow 


lish thug. Tackle them 
any method—the 
wer is amusing. 


Now wait on this platform 
(Map Location #7) for a fuel 
cell barrel to appear on the 
adjacent conveyor belt, look at 
the doorway sealer with the 
green light (southeastern 
corner), and destroy it using 
the barrel method. 


i 
- = — 


Once through, you're in a 
tunnel that curves left three 
times, and right three times, 
then appears in a stepped 
conveyor belt zone. Grab that 
Mandalorian knife! 


Act quickly to avoid losing the 
two secondary bounties. All 
the enemies begin to attack 
and can fall or blow 
themselves up on barrels or 
get crushed on the sealer 
doorways at either side. 


From your position, turn left, 
and boost up one level, 
heading north, and land 
halfway up the series of 
stepped conveyor belts (Map 
Location #8). Turn right (or left 
if the target has moved), and 
tag Qualung Tulla. 


Secure Tulla first, as he has 
more chance of falling off or 
being destroyed by enemy 
fire. Then boost to the top 
“step” area—the mesh 
platform where Grillo 
Zammon lurks. 


iministrator 


shipments, costing 
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cumbag has been pirating f 


me plenty! 


ercer xe. 


sth ey ‘ 
a) ideal 


Will engage in 





conveyor belts ant 


as cover 


With both secondary ~ Stay at the top area, and 
bounties secured, ; va run (or boost) east, 
you can now execute ; toward the clear 
with impunity! doorway and ascending 
Several more thugs conveyor belt. This is 
occupy the various » easy to stop, as it's 
steps. A bacta fluid the highest conveyor 
crate is at the middle belt and carries no 
conveyor belt's east crates or barrels. Boost 
end, near the ceiling. up the slope and into a : 
huge cargo bay. : hovers around 
: you. Meeko’s t 


targeting you! 
his twin blaste 
the craft! 


As combat begins, boost to the 
upper conveyor belt (Map 
Location #9). Continue to boost 
ht, toward this 
far end. Here, boost 
pport strut (Map 
10) and take extra jet 
ng you 10 


sheg Buppoq 


yor belt (it's 
n and aim 


hoot out the 


Around every 10 seconds, the 
craft attempts to blast you 
with its missiles. This is highly 
damaging, knocks you to the 
ground, and leaves you prone 
for a couple of seconds. Aim 
for this missile turret as soon 
as possible, usually from the 
ground looking up from 
underneath it. 


There are two bacta fluid 
vials—one on the northeast 
ground area, and one behind a 
support beam in the 
northwest wall. Continue to 
blast at the craft. 


You can boost onto the craft 
itself, but it is almost 
impossible to keep your 
balance, and you fall off. 
Attempt this tactic if you wish 
to show off, or want to boost 
past the craft's weapons. 


With careful and rapid firing, 
you can whittle down the 
craft's defenses. It is vital that 
you /eave a turret intact if you 
wish to claim the two 
remaining secondary 
bounties. Unless of course, 
you want to claim the 
bounties first, and risk 
massive battle armor damage. 
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: One of these scumbags is on 

: the roof of the lounge area, 

? while the other stands at the 
support strut's far end, high 
above the action. Mark each 
from the conveyor belt below, 
or when you boost and land 
near them. 





Among the enemies milling 
about in this hangar are two 
of Meeko's trusted cohorts: 
Tuba Ancho and Bado Karpa. 
Preferably target each from 
the conveyor belt, and take 
out one at a time. 





Now turn your attention to the 
crippled Longshot—boost up 
to a platform to get a better 


Fee oade Gio acon Geicteidar plinet. A torrined human 
with a price on his head is about to pay dearly for his life of 
crime. Scrabbling at the end of a rock wall, a bounty hunter 





$e fevelehiy bas to be bagi alive, but his bounty ic worth 
enough dead, and a single shot rings out Montross blasts off 
from the planet in his ship, and 5,000 credits are added to 
Be ee Pt ne ae only funder cities remercs— 





Back on the Outiand Station, Rozatta throws credits across 
to Jango; the prize for Meeko's capture It's a little short. 

thanks to Roz's finder’s fee. However, capturing scum wasn't 
the only reason Jango was called. A transmission has come. 


i With the turrets out of 
? commission, the Longshot 


fire and blasts of live 
: ammunition. Wobbling 


the exit hatch. He's going to 


aim. Use the crates in the 
hangar's southwest corner as 
cover. None of the doors At 


open, so don't bother trying. 






















explodes in massive gouts of 


backward, it crashes to the 
hangar floor, and a woozy 
Meeko Ghintee staggers out of 


get another life sentence on 
Oovo IV thanks to you! 


22 a ee 

: been selected for a special hunt. with a prize of five million 

: Republic credits. Roz almost hacks up a Toudarian lung in 

: incredulity. The bounty is Komari Vosa. the deranged leader of 
: the Bando Gora. 





: Roz is concerned, as no bounty hunter has returned from a 

: Bando Gora hunt Kt is a secretive organization said to be 

: behind the death stick craze as is a smalttime dealer named 
: Jervis Gloom on Coruscant Vosa's holoimage changes as the 
: signal casts out Meanwhile on Montross's craft. a transmission 
: is received from Tyranus_ 







== Lowilifes in High Places === 
VOOMEVIN WA S107= GNENIVIN 


The craft may be dderiy but it belonged to a great man. Roz Sand wth iow aug sa mtr Bde or 
starts to sound like a psych droid. and Jango has other : present themselves shortly. Jaster's Legacy, descends. 
matters to deal with 
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He needs information on the death stick dealer. As the dealer's 
image appears. Roz telis Jango his name is Jervis Gloom. and 


the Coruscant Police want him alive He works the ente- 
tainment center. and Jango plots a course there 


=8 Entertainment District 
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Jango Fett Powerup 
and Pickup Status: Online 


Acquired during 
Powerup/Pickup Mission? 





iY F=)o es Meter-lilely 
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Location Location 
Number Description 


Landing bay 
balcony 
Plaza corner 
Bridge 


Balcony over- 
looking bounty 


Walkway to 
green-lit door 


Wall grating 


Junction where 
Jervis is spotted 


Ledge to feather 
Entrance to bar 


Balcony on 
second floor 


P 





KLATOOINIAN 


NIKTO (RACE |) 


ASTROMECH 





PROTOCOL DROID 


PROTOCOL DROID 
PROTOCOL DROID 





CIVIUAN (FEMALE) 
CIVIUAN (FEMALE) 
CIVIUAN (FEMALE) 


CIVILIAN (MALE) 
CIVILIAN (MALE) 
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Debriefing Information 


Situated in the heart of the galaxy, 
Coruscant is the gleaming jewel! of the 
Republic. Immense skyscrapers stretch 
high into the atmosphere and down deep 
into the shadows. Beneath the 
shimmering surface is a haze of artificial 
lights and holograms, promising enter- 
tainment catering to myriad alien species 
and the full spectrum of morality. 


Mission Objectives 


1. Locate Jervis Gloom’s warehouse 
2. Capture Jervis Gloom alive 


4. Locate gold Mandalorian feather 
icon (secret objective 


Mission Overview 








Jango Equipment Status: Online 


Available Acquired during 


Equipment Initially? Mission? 


Jet Pack 


e fF 









BARTENDER 


The passageways, plazas, and 
stair ramps throughout this 
slice of Coruscant nightlife are 


initially bewildering. You must collect 15 bount 
which are Jervis's goons who run to his location 


2 


No 






sign of trouble (meaning you can snare them in ft 


locations). Proceed through the entertainment d 
coaxing Gloom to the next area, and eventually t 


brawi, shooting as few innocents as you 


ke, but 
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bering to take Jervis in without accidentally blestin 
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Head for the arched doorway— 
the exit to the landing bay. At 
the top of the spiral staircase, 


turn left and run down the stairs 
to the bottom, but don't exit. 
Continue to the right and take 
the blaster rifle under the stairs. 





Head onto the connecting 
corndor. Although this can be 
done at any time, you can 
mark your first bounty (#1) by 
ID scanning the Twi'lek dancer 
on the viewing platform to the 
let of the plaza ground. Take 
her beck to her Hutt captor! 








Enter through the connecting 
door (or boost over onto the 
plaza), run to the left into 
another entrance chamber, 
passing an Ithorian. Rozatta 
radios in with a plan to find a 
death stick peddler. 






Secondary Bounty 





Bag B’inka Fibuna, then head 
through the Mandalorian knife 
continue point. Pass through 
this metropolis via the orange- 
hued doorway to the right, on 
the right building near the 
blue neon pole. 





Before you continue, check 
this lower plaza for signs of 
bounties. You pass humans 
and an astromech droid until 
you reach a right corner (Map 
Location #2). Look left to see a 
bar entrance. Head in with 
your ID scanner primed. 


Target * 
Bounty 


Recommended 
own Tac 


m 
= 
ma 
m 
= 
~ 
o 
JJ 
= 
m 
=, 
a 
S) 
ui 
aa 
= 
AY 
laced 










Enter the bar, and train your 
scanner on the female human 
at the bar, slightly to the right 
of you. Isn't that Jah-kii 
Vaargaz, the informant? Take 
her in alive, and worry (but 
don't blast) the rest of the 
patrons. Note the bacta fluid 
vial in the far corner. 
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Name: Jah-kii Vaargaz 
Alive: 3,000 Credits 
Jead: 0 Credits 

Species: Human 

>€x: Female 


ir \ffili- 


nightclub owners, Kran 


iginator: Republic Secur 
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Brief: Subject is a known informant 


criminal elements 


Will cower in fear, remai 
her bar position, waiting for 
your snare. 


: nf te 
Exit the bar, back onto the 
plaza street, and continue 
straight ahead. At the corner, 
turn right, and spot a taxi 
viewing point. A Bith is 
waiting here—bounty #3! 


There are no more bounties or 
enemies, so retrace your steps 
to the spacecraft landing bay. 
Go to the orange door 
mentioned earlier. You may 





run into a couple of Nikto 
thugs if you've taken too long. 
Enter the door. 


Enter the stairwell, and take 
care of a waiting thug (there 
may be two). Climb the 
ramped stairwell. Boost 
vertically onto the 

ramp to save time. 

Ascend right to 

the top. As you 

arrive, dispatch 

the two thugs. 


. 
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006 SPECIAL 
031 


en you open the door, a 
couple of Nikto thugs attack 


ntelligence 


cit contraband in core systems 


DINSIG JUSWIUIeE.US}UD 


woach him and 


ing when 


3 snare. If you miss 
S yOu OF Is marked. 


ind catch him 
s. Or, run 


location, and 


The three bounties marked 
with a “special” rating are 
specific to this area and all 
are senior cohorts of Jervis 
Gloom. If you venture too 
close, whether you mark 
them or not, they run. 


One of the three, on the 


blue walkway, ts automat Leave the bar, head down to 
ically targeted by your HUD ; the walkway. Move to the 
You could follow one = 

through the level, as they all eee where you bagged that 
lead you to Jervis, but you'll : Ishi Tib bounty. Bring out your 
muss all of the bounties and : ID scanner and check the blue 
items on the way because : walkway ahead. That's the 
you'll lose sight of them if : second special bounty; Stu 
you stop. The three count as : Hemphawar(bounty #6). 
bounties, So you must : 

locate each. Do not kill any 

of them! They are all 

wanted alive 


Mark them from a distance, 
and snare them as you rush 
at them. You don’t need 
them to lead you to your 
destination. But don't worry 
if you lose them 


The three bounties stay at 
the entrance to Jervis’s 
factory, allowing you to 
snare them here, just as 
Jervis runs off into his 
hideout. Remember to find 
all three, because only the 
ones you scare but don't 
catch will be here. This ts 
the secondary spot for 
collecting these bounties 
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Once Stu is running or snared 
(if he runs, he should automat- 
ically be targeted), beware of 
thug reinforcements behind 
you if you linger too long. 
Move forward, dealing with a 
few Nikto thugs that appear 
from the large door to the right 


Turn right (Map Location #3), 
and head up the steps and 
around the giant circular 
building. On the opposite side, 
move onto the walkway, 
claiming the Mandalorian 


Name: ! 
Wanted: 
Alive: 4,0 
Dead: 
Species: 
Sex: Ma 
Homeworld: S 
Known Affiliates: | 


Last Known Location: 
Originator: Sor 
Brief: For 


€xpected Target Reaction 


= 
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knife continue point (after the 
two thugs are neutralized). 


ae 


Move onto the square-shaped 
upper walkway area, and stop. 
A walkway leads to a door 
bathed in green. There's also a 
red door leading to the central 
building. Don't go there. 


Turn right, and peer over the 
edge of the balcony (Map 
Location #4) until you spot 2 
lower walkway. Bring out your 
ID scanner and mark the 
Sullustan near the two other 
figures. He’s your seventh 
bounty. Although you can bag 
him later, it is recommended 
to drop down to this walkway. 


Secondary Bounty 


Recommended 
Takedown Tactics: 






Secondary Bounty 
eba Ahid Target = 008 S 
adnate 


Known Affiliates: C 
Last Known Location C 


Originator: S< 
Brief 


Expected Target Reaction 


Drop down, using your be 
to cushion your | 

run to the mas 

Ignore him v 

thug guarding a loc 

then tag and bag 

Rumba. Move to t 


square walkway. 


the map 
the lower walkway, but the 
walkthrough shows you 
returning to the upper 
square balcony, as 
bounties are easier to tag 


moving tn this direction 


Enter an L-shaped antechamber, 
and as you turn the corner, 
bring out your ID scanner for 
bounty #9—the Nikto standing 
in the far left corner. If he bolts 
for the door, follow him. Exit via 
the door, shooting any thugs 


way, and face 
the large purple 
t. Pass 
lorian knife 
t. and watch the 
the building that 


It's an ambush! This is where 
Karsunn Nepto fled to. Be 
careful not to shoot him. 
Engage in a firefight with 
around four thugs, circle-strafe 
while flying, and shoot any 
viable targets. 


Battle onward, past the 
doorways on your right, with 
more thugs of various species 
attacking, as well as innocents 
running everywhere. Make 
your shots precise—or torch 
everyone if you're feeling 
callous. 


At the far end of this walkway, 
waiting for an air taxi, is your 
final bounty (#10) for the first 
part of this jaunt. Don't attract 
fire to this area, or you may 
scare him off or catch him in 
crossfire. Make sure most of 
the thugs are down first. 


There's several more thugs in 
the immediate area, so blast 
them as they arrive from the 
doors to the right of the 
walkway. When you've had 
your fill, turn and run left, 
onto the side walkway. 
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Cross under the purple 

archway, and you'll spot 
Jervis Gloom in the distance. 
His baggy clothing and 5,000 
credit bounty are unmis- 

i takable! Rozatta tells you not 
to fry him. Let him escape 






TIP 
This is the place to capture 
the three running bounties 
dare @nvcolUm (oler-1 (cre pmolelarel(olam 
snare earlier. Remember, 
take all three alive! 


NOTE 


Jervis Gloom is a special 
bounty for this mission. He 
can be spotted (and must 
lol-Mul-igel-1e) Meleialave maul 
second part of it. When 
you spot him, optionally ID 
scan his form to see just 
what type of lowlife you're 
dealing with! 


tO) 3) (anh a | 
Completed! 














through the door behind him. 





Inside the mesh floor of the 
factory, storm forward, 
blasting the three thugs in 
your way. Some may hide in 
the open doorways to the 
right. Once you're through, 
head forward. 





Boost to the top of the grated 
entrance, behind the debris, 
and secure a bacta fluid vial. 
Now drop down and cut open 
the grating (Map Location #6) 
that Jervis Gloom moved 
through as you reached this 
chamber. Three thugs on the 
other side may attack you. 





Blast or burn the thugs, then 
enter the grate opening, toa 
red ramp. Head right and 

down, or drop off the top to 


the left. Take care of any thugs 


on the ramp, then enter a 


green-lit room to pop a couple 


more scumbags. 





Head up the ramp, taking care 
of a couple more thugs. At the 
top, stop and turn right; take 
the Mandalorian knife continue 
point, then head right around 
the building ahead. 






At the first junction (Map 
Location #7), you spot Jervis 
halfway down a side alley. 
Either follow him or continue 
onward to a large open area 
of neon. 





If you continue right in this 
area, you reach a grated door. 
lf this grating opens, then you 
haven't “herded™ Jervis into 
the second part of this area 
yet and you cannot complete 
this mission. Go back and 
find him! 


There are thugs in this 
massive courtyard, as well as 
innocent astromechs, protocol 
droids, and vehicles zooming 
overhead. Don't take out any 
innocents. Head to that side 
alley and find Jervis. 





This alleyway has three 
buildings with thugs on 
almost every corner. In 
addition, some are hiding on 
the roofs of a couple of 
buildings. Go in with twin 
blasters firing, but hit only 





if you see biester fire from 

above, jet up and land, then deal 
with the situation. When you've 
finished, follow Jervis i 
long courtyard area: i 
and head to the tad platform 
near the protocol droid. 








Tum left, and boost onto the 
balcony of the long building 
of you (Map Location 
along the balcony 
reach a left comer an 
the end to c 
feather! Dea! 
this platform. 


QO. 





Secret Objective 


Completed! 





Secondary Bounty 


Target * 
Bounty 


Bo 
ba 
co 
b 


t Reaction 





f the walkway, 
bring out your ID 


er you down ail the 


© 







Secondary Bounty 


Move right, facing down the 
long walkway. Plug away until 
there are no more thugs; bring 
out your ID scanner as you 
near the middle of the 
walkway. 


Look at the crossbeam 
structure above you. Bounty 
#12 is standing underneath it, 
near the right blue-lit wall. Tie 
up Dairn Maggli and continue 
along the walkway. He's the 
left bystander. 








Recommended 
Bi <ele ism la tla—s 
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Before you reach the far end 
of the walkway, bring out your 
ID scanner and mark the 
Klatooinian opposite the bar 
door, looking out toward the 
horizon to your left. That looks 
like Bardack, bounty #13! 


Blast a final group of armed 
thugs by the bar entrance. 
Run through the Mandalorian 
knife continue point and blast 
them. Optionally, boost 
forward, turn right, and head 
for the grating. 
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Cut the grating, and take the 
Mandalorian rage inside the 
tiny outhouse, and finish these 
thugs off. Enter the bar door 
(Map Location #9). Rozatta 


chimes in. Rozatta tells you the barman 


will let you up to the casino 
: where Jervis is likely 

If you enter this bar without : cowering. Jango asks the 
chasing Jervis here (you'll ? barman (without threatening 
know you made a mistake : to end his life immediately) to 
if a grating opened without : open the elevator, allowing 
you cutting it), then Rozatta ? access to Gloom. The barman 
informs you that there are : eagerly accepts this proposal. 
too many thugs to take i 
down, and Jervis won't be 
found here. Retrace your 
steps to the factory. 


The barman also let 
thugs into the bar; th 
in from the door behin 
None has 2 pric 


After the battle 
scan the bar fi 
despite the patr 
their innocence 
male patron 
#14.S 
inspect the roof. 
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Boss Battle: 
Jervis Gloom 

Threat Level: 
None 


Additional Information: 
Notorious death stick dealer 


016 SPECIAL 
> N/A (BOSS) 


m 
= 
= 
m 
1 6 
a 
w' 
= 
= 
ia 
23. 
a 
Oo 
ul 
a 
a 
fa 
a 


he bar ground fioor, 
© Goor € opposite = ames vO 5 in 
ke the elevator up wer! : ear t : nuga Se hit mark | im if you vent already, 
no. Rozatta radios and him. It is imperative 
you know you need that you do not shoot Gloom! ' 
‘ : J 
information. 


Jervis has prepared a little 
welcoming committee in the 
foyer, so bring out your biggest 
guns, and tear through the four 
guard thugs with ruthless 
efficiency. Then head through 
the door to the right. 


Turn right, spot Gloom, and snare him. Jango believes that 
Jervis's craft can lead them to the real force behind this 
operation, and Rozatta agrees. Meanwhile, a sullen and pathetic 
Gloom waits to face the Coruscant Police interrogation droid 
unit ... while you count your credits! 





Mission Objectives 
1. Locate and interrogate Groff Haugg 
2. Defeat Montross 


4. Locate gold Mandalorian feather 
icon (secret objective) 


Ame sans 


Map Location 
Display Guide 
pS 
Ladder to mesh walkway 
Door to control room switch 
Ladder from sewer chamber 
Top level ladder 
Final chamber in mefin, 
Steps to carbon freezer 


Base of freezer 
(run counterclockwise) 


Base of freezer 
(run to this pos 


Halfway up fr 
Top of carbon 


Groff Haugg 


Finish 
















Jango Equipment Status: Online Debriefing Information 



















Available Acquired during The heavily polluted air of Coruscant's industrial district shrouds some 
Equipment inftalye Mission? of the largest factories in the galaxy, where droids, starship parts, and 
even foods are produced. In giant packing plants, nerfs and other 

Jet Pack es No livestock from across the galaxy are slaughtered, processed, and 
(ce = Yes No carbon-frozen to be distributed to thousands of star systems. These 
Wester-34 Twin Dual types of businesses often serve as legitimate fronts for organized crime. 
Dallorian Alloy Blasters Yes No 5 
1D Scam Yes No aa ‘ ae 
eee ao Oca es oc Mission Overview e 
Gaunlict Dartcaster =. ®. After a relatively easy blast through the or 

: = _ NG *t Saree ay sama initial hangars, you're challenged by a a 
Ganiict Flamethrower S = sea of container vessels moving back ou 
Thermal Grenede No No | and forth between warehouse plants, 
Sniper Rifle No No | and you must descend the 10 levels to 0 
Jet PadcMounted Missde No No m) reach the opposite side sewage outflow Wi 

- a sa | ducts. This requires tiny jet pack a 

pincenced Missie ~ = boosting or quick cable hand-over-hand ral 
Tere No movement. When you're venturing up Pos wo 
Heavy Blaste No es the crowded pipe works and melting 
Grenade t on No pools, bring your flamethrower and heavy blaster, and take the 
: . Mandalorian rage. Finally, there‘s a boost up a carbon-freezing plant for 
Bleste: Rifle No No 


a confrontation with an old enemy, while Jango’s bounty gives him the 
cold shoulder. 


ation Scanner: Online. Entity Chart Accessible. ; 





GROFF HAUGG 


| : z z who to 
— - = ? He won't get far: From your 3 ate = 

ig Mission Commenc : cover near the metal boxes, 

a : arm yourself with the blasters, 

and halt the Guineo and 
Draag's utterances. They are 
near the speeder, so run in 
with guns blazing. 






Jango overhears the conver- 
sation and checks the 
contraband through the 
Republic's databanks. 
Meanwhile, the Draag notes 
this is Gloom's speeder, but 
he isn't here. The Draag goes 








A Nikto appears from the right 


As 2 cargo vessel touches : rts se oe S Ss side of the bay. Optionally use 
down inside the hangar of a =F g! ugs the speeder as cover. Don't 
massive docking bay, a Guineo : time to find him! 


worry about secondary 
bounties just yet—go fry the 
Nikto's hide. The cargo area is 
now alerted to your presence. 


and his Draag supervisor moan 
and complain over working 
conditions. The Guineo doesn't 
understand just how “sensitive” 
the contents of this ship is, until 
the Draag reminds him it 
carries death sticks. 
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Notice the main silver metal 
boxes stacked on top of 
each other, as well as 
cratelike cages holding large 
shaggy animals called nerfs. 
You can climb the crates, 
but watch out for the fuel 
cell barrels, which explode 
when hit by your (or your 
enemy's) blasts. Don't stand 
or hide near them. The nerfs 
catch fire when you unleash 
your flamethrower on them. 
They also take blaster fire if 
Niele inion melameliser-lcmaliare, 
defenseless meat products. 


By now, your blasting antics 
have attracted the attention of 
a couple of Niktos who head 


€: Panza Hondi 
Ee: 2,000 Credits 
1,000 Credits 
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down from a dual-iayered 
platform. Keep that blaster 
firing, but aim only at Niktos! 


If you continue the 
firefight, a Guineo may 
appear (he starts in the 
northeast area). This is the 
violent and temperamental 
Panza Hondi; mark him at 
once. This initial chamber 
contains two Guineo 
bounties. 


Deal with more Niktos 
dropping down from the 
walkway above (near the 
ladder; Map Location #1). 
Scale the ledges and locate a 
control switch to open t 
main cargo bay door on ti 
south wall. There are two 
ways to accomplish this. 








Run to the ladder and climb up 
into the ledge running along 
the bay’s west wall. You can jet 
pack boost up here if you're 
feeling dexterous. Inside the 
mesh ledge, turn nght. 





Boost or run aie the mesh 
walkway and stop just before 
you pass the crates in the 
corner. A Nikto ts hiding behind 
them, so surprise his attem 











Turn the corner, and boost 
along the walkway, landing to 
one side or on top of the 
crates. A Guineo lashes out at 
you with his blaster; return 
the favor with deadly 
accuracy. 


With your bounty con {or 
incoming; one of the remaining 
Guineos on the upper walkway 
may be Gumb), check for a 
third Guineo behind the crates, 
guarding a bacta fluid vial. Now 
move to the column and climb 
the ladder. 


Jet or run to the = of the 
walkway and turn the comer. 
Head into the control room, 
fighting any enemies that may 
be here (they may have already 
charged you earlier), and head 
through the Mandalorian knife 
continue point. 


Now move to the far 
corridor and take 
Guineos standing gua 

Crates and a vertical column. 
One of these reprobstes may 
be the card shark J"Meeb 
Gumb; ID scan all Guineos! 


Ciamber onto (or fi 

land on) the uppe 

now heading west. Ru 
forward, and attack the Nikto 
hiding behind the c 

Guineo bounty n 

area if e8 =r 





At the control 
switch Ta) th 


2 
g 


on the soutt 


landing. 


= et _ 


The second method of scaling As you're hanging from this 


these walkways involves you 
securing the ground level, 
1 Moving to the ladder in 
he southwest corer. Boost 


lip, jump so you leap and spin 
180 degrees, boost up, face 
south, then grab the ledge of 
the upper walkway 

near the southwest 

corner. Pull yourself 

up and run into 

the control 


Did you secure two 
secondary bounties in 
this chamber? Excellent! 
Then continue into cargo 
bay #2! 


Run through the open south 
door, pass through the 
Mandalorian knife continue 
point, and either boost over or 
jog around the massive cargo 
container. A couple of Niktos 
run in from underneath the 
platform above you. 


Biast these Niktos, then run 
around the back of the second 
massive container. At least one 
Draag attacks you, and the one 
hiding behind the container is 
the part-time melee cruiser 
pilot, Regg Kuuga. Mark him! 


There are more incoming thugs 
to blast, including Guineos 
armed with thermal wrenches— 
avoid these at close quarters. 
The stream of enemies is 
continuous, so boost onto the 
platform on the west wall. 


Don't use the ladder here—it's 
much slower and you may be 
fired at as you climb. Once on 
the ledge, run into the control 


booth in the middle of the west 
wall (Map Location #2), and 

press the panel switch. A Draag 
and Guineo may be guarding it. 


The two giant container 
vessels drop down into a 
loading bay. Follow them 
down, after collecting any 
dropped bacta fluid vessels. 
Head to the Mandalorian knife 
continue point, then to the 
nearby panel. 


Press the left control switch 
after you secure the area. 
Ahead of you are left and right 
launching bays. Sidestep left 
and engage the Draag ina 
short and lethal combat 
schooling. Sidestep right. 


The other launching bay 
holds two Guineos, one with 
a wrench, the other with a 
blaster. Take care 

of them both and 

collect the bacta 

fluid vial behind 

the Guineos. 

Press the left 

side control 

switch. 
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Reinforcements trickle in from 
above, so press the switch and 
the large cargo container 
launches out over a massive 
precipice filled with containers 
moving to and from the 
carbon-freezing plant. 


The plant is on the other side 
of this bottomless drop, and 
there's only one way 
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forward—precision jet packing 
over the gap! From the 
entrance hole the container 
went through, collect the 
bacta fluid vial and peer down. 


There are two ways to 
complete this series of boosted 
falls, and one is much easier 
than the other. Your goal is to 
enter one of three large service 
pipe entrances at the base of 
the container bay opposite. 


Follow the plan below 
precisely. Missing a 
releit-lisimmrciilelineme)s 
folge)syelineMiselirment=s 
connecting cable results in 
a plummet into the murky 
smoke of Coruscant! 











This method is laborious and 
dangerous. There are 10 
levels of cargo containers 
loating (via anti-gravity force 

ds) to and from the carbon 
reezing and unloading plant. 
Once each container docks 
light turns on as the container 
is unloaded. 





Gg acros 


h you can walk on 
, this is the worst 


lan—any off-center 


nent results in you 
nd grabbing the 
r missing it 
ly and flailing to 


e four cables, and 
e is directly under the 
one above. Jet toward the top 
wire, and grab it, leaving you 
hanging above the sheer drop, 
with nothing excepi three 
more cables underneath you. 


u accidentally 
next one down! 


if you're moving across the 
chasm on a lower cable, you 
attract the attention of Slaag 
Lado, the environmental 
disaster creator. Shrug off 
those laser bolts—mark this 
ounty after you drop off the 
pipe and land next to him. 


Whatever method you use to 
navigate the chasm, you enter 
one of three service sewer 
pipes. If you're in the left or 
right pipe, run to the end, turn 
the corner, run through the 
square chamber, turn again, 
and run to the entrance of the 
middle pipe to tag another 
bounty. 


With Slaag trussed up and 
awaiting Mon Calamari 
authority punishment, run into 
the pipe, heading for the 
boxlike room in the facility's 
northwest corner (Map 
Location #3). This room 
contains a bacta fluid vessel, 
and a Mandalorian knife 
continue point. 


You inadvertently uncover a 
secret death stick factory, and 
the workers shout to find and 
destroy you! Prepare for a 
ruthless and close-combat 
fracas with dozens of enemies. 
Climb that ladder! 


ted in a massive 
environmental 


Sie. ed 


him from a 


t or right 
ark him from behind. 
land and snare, 
ff his attacks 


As you climb to the top, spot a 
heavy blaster in front of you. 
Grab it and use it on the 
Guineos, Draags, and Niktos 
that storm your location, 
attempting to blast or 
bludgeon you. 


Let off a few rounds, then 
move south, toward the group 
of thugs. At least four or five 
enemies attack simulta- 
neously, so boost over any 
blocking your way, between 
the gap in two large pipes. 
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Land on the mesh floor, and a 
Mandalorian rage imbues you 
with an ancient power. You 
have 15 seconds of invulnera- 
bility and increased shooting 
power, so immediately target all 
entities and begin the frenzy! 





Fire off your flamethrower in a 
circular motion, burning all 
those nearby. Clear the 
basement of enemies, then 
boost up to the balcony on the 
next floor. Ignore the ladders— 
this wastes time and leaves 
you prone. 





On the second floor is a booth 
that's accessed by the exterior 
rim walkway. Char another load 
of enemies before picking up 
bacta fluid vessels if necessary. 
Boost up to the fourth floor as 
soon as possible. 


Take care of enemies standing 
on the balconies, using your 
twin blasters where possible— 
save the heavy blaster for 
later. On this floor, spot giant 
vats creating the death stick 
concoctions. 





















Avoid falling into this 
gelatinous slime. Either follow 
the ladders and platforms up, 
through a couple of booths, 
and fight a load of enemies, or 
boost up another three floors, 
ignoring the bacta fluid vessels 
in the booths. 





About eight levels up from 
your starting point, jet to the 
chamber's southeastern 
corner (Map Location #4) and 
deal with more Guineo and 
Nikto menaces. Then run into 
the booth area and blast apart 
everyone before running 
around the platform corner to 
the right. 





This leads to a booth in the 
west wall (Map Location #5), 
usually the domain of a Draag, 
a Nikto, and two Guineos. Take 
liberal aim and fire until all of 
them drop, then take the bacta 
fluid crate near the smaller pipe 
and step through the door. 





This leads to a connecting 
corridor. When the door opens, 
halt and bring up your ID 
scanner. This brings up the 
despicable Guineo slave 
merchant, Yo! Areebi. Mark him, 
then blast the charging Draag. 









Wanted: 

Alive: 2,00 

Dead: 
Species: G 
Sex: I 
Homeworid: [ 
Known Affiliates 
Last Known Location 
Originator: f 
Brief: < 


Recommended 
Takedown Tactics 


Expected Target Reaction 





Move into the booth for cover. 
After you blast the Draag, go 
after the other Guineo, then 
bag Yol Areebi, step through 
the Mandalorian knife 
continue point and follow the 
conveyor belt hooks of nerf 
meat (Map Location 26) into 
the carbon-freezing chamber. 


Boost around the base of the 
structure (Map Loca 





until you take the 
feather! 





The door ahead opens 
automatically. Run through, 
take the doorway opening t 
your night, and sprint around a 
huge carbon-freezing plant 





To scale the massive carbon 
freezer, boost up to the curved 
platform jutting out of the 
structure, then to the outer 
platform. then to the 
subsequent upper one (Map 
Location 29). 





Climb backward and forward 
10 times, resting to recharging 
your backpack. The tenth 
platform is the summit of the 
central freezer vat. Clamber 
onto here at once (Map 
Location 210). 


=8 Battle Commencement! 


As Jango reaches the carbon- 
freezer summit, he spies 2 
figure at the controls of the 
main freezing unit. It is 
Montross: Jango’s brutal arch 
nemesis and fellow bounty 
hunter! It's been a long time 
since their paths crossed. “Not 
long enough" remarks Fett. 








Montross has already 
“attended™ to Groff Haugg, the 
ngster you were chasing. 
“He just froze up on me,” 
murmurs Montross with a 
glinting smile. Both bounty 
hunters are after the same 
prey, but Montross is one step 
ahead. Montross produces a 
blaster. Time to fight! 





Take out your heavy blaster, 
hopefully with enough 
ammunition left, or alterna- 
tively go for your twin 
blasters, and aim at Montross 
as you circle the carbon 
freezer. Ignore Haugg's frozen 
corpse—he won't be talking 
any time soon! 





it can take around five 
seconds of heavy blaster fire 
to whittle Montross's energy 
down to critical levels, so 
continue to run about the 
circular arena, blasting him. It 
takes around 15 seconds with 
the twin blasters. 





Montross may run up either of 
the two ledges. Follow him, 
but stay at a distance. You 
cannot fall into the freezer, but 
you can drop from the summit. 
if this happens, boost back up 
and continue the battle. 





As the final blast of energy 
hits Montross, he shrugs it off, 
remarks that Jango still puts 
up 2 great fight, then escapes 
via a hatch that seals behind 
him. Jango leaves his pursuit 
of Montross for later, and 
enters the freezer plant's main 
computer terminal. 








Roz radios in asking how 
Haugg is. Jango remarks that 
he's seen better days and 
wonders how this illicit death 
stick operation was kept so 
quiet. A senator must be 
involved; Roz agrees. Jango 
locates further evidence on 
the holo-vid display. A garbled 
message from a frightened 
politician begins. 


The senator wants to know if 
the forces after Haugg will 
come for him; he wants out! 
Roz recognizes the speech 
pattern as that of Senator Trill, 
and locates Trill's apartment in 
one of the penthouses high in 
the upper city. “I'll find it," 
murmurs Jango.... 
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=§ Upper City 


Mission Objectives 


1. Locate Senator Trell's apartment 
2. Defeat police gunship 


Map Location 
Display Guide 


Top of initial spiral stairwell 

Boost up to balcony 

Grating to inner tower cable beams 
Start of cable beam ascension 


jump to tower two Daicony 
and speeder bay 


Lower foyer entrance to floating 
fountains 


Boost up to cable from Tower 2 to 1 
to Bounty #4 and feather 
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Debriefing Information 


Coruscant is the center-point for decisions affecting the massive engines of 
commerce in the galaxy, and it's also a nexus of graft and corruption. Vast 
fortunes are spent to ensure that corporations are allowed to operate without 
profit-stunting restrictions. Politicians are often paid handsomely to allow criminal 
organizations to carry out their shady businesses with impunity ... and enjoy a 
privileged lifestyle high above the bustling city in opulent sky rises near the 
financial district. 


Population Scanner: 
Online. Entity Chart Accessible. 
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POLUCE GUARD 








SENATOR TRELL 
TWILEK 
CIVILIAN (MALE) 








CIVIUAN (FEMALE) 
R4 DROID 





PROTOCOL DROID 
ITHORIAN 





Jango Fett Powerup 
and Pickup Status: Online 











Acquired during 
Po /Pick Mission? 
Bacta Fluid Vial Yes 
Sniper Rounds No 
Toxic Darts SC 
Thermal Grenades 
(one or three) Yes 
Cluster Missile No 
Mandalorian Rage Yes 
Jango's Gear ASS NG ae ee 


Jango Equipment Status: Online 


Available Acquired during 
Equipment Initially? Mission? 





Jet Pack Yes No 
Fists oa 5 Weg NG ee 
Westar-34 Twin Dual 

Dallorian Alloy Blasters Yes No 
ID Scanner = B= NES res ~  No- 
Gauntlet Whipcord (Snare) _— Yes No 
Gauntlet Flamethrower Yes No 
Sniper Rifle No No 
Jet Pack-Mounted Missile No No 
Cluster Missile No No 
Turret No No 
Heavy Blaster Yes No 
Grenade Launcher No Yes 
Blaster Rifle No Yes 
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Jaster's Legacy touches down 
on one of the many large- 
scale landing pads in this city, 
and Jango strides out, noting 
the influx of Coruscant 
security personnel in the area. 
The Senator's apartment is at 
the top of the far tower, and 
this ascent won't be easy! 





From your starting location at 
the base of Jaster’s Legacy, 
head to the doorway ahead. 
Because your hulking craft has 
been spotted, the door is 
locked, so turn right, hopping 
over the partition. 


NOTE 


For a more impressive view 
of the two towers you'll be 


scaling, run to Jaster's 
Legacy, boost upward, land 
ola talsmerele 4 0)i acolo) Mere lals| 
survey the upper city. 
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Mission Overview 








Follow the roof structure to 
the right or left, taking care to 
avoid the steep sloping area. If 
this occurs, boost up and back 
onto the flat area. 





If you move right, you 
eventually jump over another 
partition and blast away at a 
guard waiting near an empty 
landing pad. Ignore the 
landing area, and continue 
around the rooftop. 





When you reach the pair of 
golden building supports, stop 
and position yourself between 
them. Enter first-person view, 
and look down at the first tower 
building opposite you. Three 
mezzanine balconies lie ahead. 





In this level, you perform significant vertical building scaling. From 
your landing pad, you must slide down a roof, boost to the first tower, 
scale that to an exit, boost over to the other tower, and ascend a 
massive water fountain sculpture, return hand-over-hand to the upper 
exterior of the first tower, and run across a thin corridor roof to reach 
a group of flagpoles leading to Senator Trell's apartment. Keep firing 
at the guards, and when you're ascending girders, use a vertical boost 
only—and hope your precise jet packing can guide you onto solid 
ground, rather than into a spiraling freefall! 


The bottom one is: 


Secondary Bounty 





most inter- 


esting, @s a guard patrols this 


area. Bring up your IDs 


Cc 


to find Loowil Galt, an officer 
who arrested the wrong high- 


powered Techno Union 


negotiator. He's a 


de 
c 


ead 











The Techno Union doesn't 
mess around! Execute this 
hapless guard, then run right 
and through the tall door that 
slides open. Enter the building 
and turn right. Run around the 
well-lit corridor. 





Biast the patrolling guard from 
close range. A Twi‘lek wanders 
this level; either ignore or 
blast her. As the corridor 
curves left, enter the doorway, 
head right, and climb the 
spiral staircase. 





This staircase takes you to this 
building's second floor (Map 
Location #1). Deal with a 
police guard on your way to 
the top. Continue to the 
second floor and exit. 





When you exit, head right, 
running around the corridor 
balcony. Don't leap or fall over 
the balcony; this plants you 
back on the lowest level. 





Head around the corridor, into 
the entryway, and turn left onto 
the mezzanine balcony. Look 
left to see the building where 
you touched down in Jaster’s 
Legacy. Run around this 
balcony to the opposite door. 





Once inside the entryway, turn 
left, and at the first right turn, 
teke another spiral staircase. 
The corridor ends in two 
locked doors. When you enter 
the staircase room, head right. 





Start to run up the steps. Just 
as you complete a circuit of 
the stairs, the first guard 
appears. 





Engage in a swift fracas with 
the guard and the five 
additional guards that attempt 
to run in and prevent you 
from continuing. None have 
bounties, so blast away, 
continuing to the top of the 
staircase. 





At the top, move either left 
or right, as both corridor 
areas lead in a curve, back 
around to a large, brightly lit 
hallway. Emerge into the 
hallway, and immediately 
locate the Mandalorian knife 
continue point. 





Run left along the corridor. 
Your way is temporarily halted 
by a guard. Blast him and 
ignore the civilian. 





Turn right at the next hooded 
statue, enter a doorway, and 
head to a secondary chamber. 
To the right, the corridor ends 
with a hooded statue. Pass the 
innocent citizen as you head 
left down the corridor. 





Run past the astromech R4 
unit, then bring out your dual 
pistols as two guard captains 
appear from a doorway on 
your right. They are a little 
tougher than their colleagues, 
but still fall to your trusty 
blasters. 





As the corridor continues, 
another guard and a captain 
attempt to subdue you. 
Introduce them to your 
ordnance. If the protocol 
droid takes a winging shot, so 
much the better. Turn left at 
the corridor end, blasting 
another guard. 





Inside an atrium, boost 
directly upward (Map Location 
#2), over a balcony, and into 
the firing line of another 
guard captain. Take the 
captain down by landing to 
his right and firing. 





You're now on a corridor 
leading through office suites. 
Run left, down the corridor, 
and blast the two guards 
leaping out of the door to 
your right. Two guards are 
behind them. 


primagames.com 








Keep heading along the 
corridor, through the doorway, 
and drop down into another 


Deal with the guard on the 
lower ground, then pass a 
cowering civilian and burst 
into the next corridor. Throw a 
thermal grenade into the 
barricade some guards have 
erected. 


This scatters the guards, 
allowing you to pick them off 
one-by-one. Otherwise, wade 
in with guns blazing. Take 
down around five guards, then 
run into the doorway to the 
right, behind the barricade. 


Head left, through the next 
Mandalorian knife continue 
point, then stop. Ignore the 
Bith bystander. 















Leap over the balcony on your 
right, land on the blue neon 
passageway behind the 
corridor, and stop at the 
square grating under the 
entrance to the door above 
you. Use your cutting torch 
and roll inside this opening 
(Map Location #3). 





You appear inside a 
maintenance duct; go up. This 
next section is tricky unless 
you line yourself up for 
vertical boosting. Walk 
carefully to the edge of the 
platform. 





From your platform, stand 
slightly to one side of the red 
beam above you (Map 
Location #4). Now boost 
vertically upward, and you 
automatically grab the beam. 





This affords you a good look 
at the duct above. There are 
around eight more beams to 
dangle from as you continue 
upward. Should you fall, steer 
yourself back onto the 
platform you came from, as a 
death plummet isn't part of 
your bounty hunter training. 





You may wish to go hand- 
over-hand toward the central 
column before boosting 
vertically the second time. You 
don't need to move, just boost 
away. Grab the shorter beam, 
and hold on. ignore the longer 
beams on this level. 


Above you is a second 
platform. Boost vertically 
upward, and hold onto the 
bottom lip of this platform. 
This is the easiest way to 
ascend the duct, although you 
could maneuver and land on 
beams instead. 








Wait for your jet pack to 
recharge, then vertically 
boost again, this time jetting 
up and onto the second 
platform. Turn 90 degrees 
right, line yourself up slightly 
to one side of the beam 
above you, and boost! 





Autograb the next beam, and 
you have only two more 
levels to negotiate. However, 
the next boost must be 
accompanied by a slight right 
turn as you reach the long 
beam on your right. Grab 
this, and keep calm! 





Now boost upward, then fly 
eft and grab onto the final 
beam—the left beam is easier 
to hold onto. Pull yourself up 
and stand on this last beam. 





You spot blaster fire from the 
doorway ahead and guards 
may appear. In fact. one may 
even fall out of the doorway 
and plummet down the shaft 
Boost across, through the 
doorway, and land on the 
green carpet. 





The corridor curves left and 


right. Head left, and blest the 
two guards, leaving the 

Twi lek alone if you wish. Run 
down the corridor until you 
reach a guard captain. Hoid 
your fire! This is Max Ryko, a 
crooked cop! 





Species: Huma 
Sex: M 


Homeworld: Corellia 


Max appears near a bacta fluid 
vial. Take this, then stride bac 
down the corridor, past the 
doorway to the shaft, ignore 
the cowering Ithorian and 

Twi lek, take another v 


Vv 
head out of the only openi 


Head right and continue 
around until you spot another 
Mandalorian knife continue 
point. Look down the gold- 
edged rooftop you're 
standing above to spot three 
9 circular balconies on the 
building ahead. 


Last Known Location: 


Originator 


door in this area. = ey 
= = Brief: Dirty C 


€xpected Target Reaction 





ur ID scanner to 

int Mill Timmer on the 

ony. Slide down 
leaping at the 

ost and land on 





Secondary Bounty 


—— 
Wanted 


ae 4 

Move to the balcony side 
where the speeder is parked. 
ignore the locked balcony 
door behind you. 


Face the base of the next 
balcony above you, and 
vertically boost up until you 
reach the golden-lip ledge. 
Hang onto this, then wait for 
your jet pack to replenish. 
Boost vertically again, grabbing 
the second balcony ledge. 





Secondary Bounty 











Target *: C 
Bounty 
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U 
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Recommended 
Takedown Tactics: 


NOTE 


Exercise extreme caution 
in this zone! Should you 
fail to grab certain ledges, 
olamr-lavemialeolaa-ieth ar-lale! 
miss firm ground (such as 
the slippery sides of 
speeders), you will fall and 
nose-dive into the under 
city below! 


Pull yourself onto the second 
balcony, and take care of the 
guard patrolling this area. 
Look up to see a large 
walkway connecting one 
tower to the other. You must 
continue upward, so turn and 
face the balcony edge to the 
right of the speeder steps. 
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Boost up, then across to the 
golden ledge of the third 
balcony, and grab hold of it. 
You may even land and stand 
on it if you boosted high 
enough. Then, vertically boost 
and clamber onto the third 
balcony. 


The guard and captain provide 
little resistance. With three 
balconies ascended, look up. 
There's a fourth higher one! 
Face outward, turn left, move 
to the left ledge, and boost up 
to grab the fourth balcony. 


Three guards meet you, but 
they aren't prepared for your 
amazing blaster skills. Down 
them, then enter the open door, 
and move through a 
Mandalorian knife continue 
point. Take the bacta fluid crate. 


a 


Lil “Avec yma lanai 


















This next section is tough— 
you're attacked by swarms of 
guards and captains. 
Fortunately, none are 
secondary bounties, but 
enemies continue to pour 
through doorways. Keep on 
the move and ascend! 





Enter through either doorway, 
and you appear in a massive 
foyer (Map Location #6), 
complete with an antigravity 
water sculpture. Grab the 
blaster rifle and pick off 
guards to the left and right. 
There are around four initially. 





More guards pour out of the 
three other entrances on the 
foyer's ground level. Blast any 
near you and make a swift 
escape into the fountain and 
up onto the first platform in 
the middle. 





Boost onto a floating water 
platform, then wait for the jet 
pack to replenish. Boost 
directly to the balcony above 


you. This is circular, so boost 
to the nearest part of it, climb 


over, and start blasting! 










Secondary Bounty 

Name: Raim Tibekt 
Wanted 

Alive: 0 Credits 

Dead: 2,000 Credits 
Species: Hum 
Sex: Male 
Homeworld: Un 
Known Affiliates: Co 


Target = 004 
Bounty *: 049 


Last Known Location: Cc 


Originator: The Hutt C 
Brief: Killed one of o 


Recommended 


€xpected Target Reaction Takedown Tactics 








There are groups of two or 
three guards, and one usually 
drops a bacta fluid vial. Head 
left, around the balcony, 
taking out three groups of 
these security forces, then 
boost onto a higher floating 
water platform. 


upward onto another balc 
This is slightly wider, allow 
more room to maneuver. On 
this area, you may find a 
grenade launcher. Thi 

clear the vicinity of 
use it at once. 








From here, boost up, then 
onto the next circular balcony 
as you continue to ascend. 
Groups of guards continue to 
charge. You'll soon be out- 
gunned, so run right, jump, 
and boost up to another 
floating water platform. 


Don't get too close when 
launching grenades! Continue 
upward, boosting to the 

circular fountain platform in 
the middle of the foyer, now 
around four stories from the 





fioor. Boost vertically again to 
another fountain just above it. 


Secondary Bounty 


Target * 
Bounty 


Beinn : 


: 








balcony to your death! 


You're almost at the top of the Swing the camera around so 

foyer. Boost off the platform, you can see Jango's front, and G& \ 

over the balcony ledge, and _ vertically boost upward. a? 

onto the uppermost balcony : Directly above you isa U 

area, taking some shots from = support cable (Map Location n 

@ guard. Now bring out your : #7). Boost so you automat- 

ID scanner. : ically grab it. Don't fall off the ‘a 
oe 
LU om 


Recommended 
Takedown Tactics: 





Run at the quard firing at you, : 
check his ID, then blast him if : Now press #, and Jango 
he hasn't got a bounty. Three : climbs up and drops down 






n this area. Search = onto the outer side of the 
for the next secondary bounty— : cable. This is the preferred 
one quard is Raim Tibekk, =: side to be on, as support 


enemy of the Hutt clan! = struts are on the inside route. 
: Begin to move hand-over- 
hand along the cable. 










Work your way 


four booths link 





Don't climb up that ladder yet. 


balcony, pausing to collect As hover vehicles zip by, 

becta fluid vials in some. Then : continue to move hand-over- Run around the narrow golden 
head out of each exterior door. : hand. if you must be reckless, exterior ledge, hop on the first 
These lead to identical tiny : stop at the middle strut, pull : crescent-shaped balcony, and 
bale Ss : yourself up, and walk along : bring up your ID scanner. 






Jump and boost onto the 


the cable top. 3 : 
ledge continuation. 





This inevitably ends in a fall, so 


This building ascension isn't : make sure you grab the cable! Run along the ledge as it 

over yet! Look up at the > Continue shimmying along the : Curves around the building. As 
connecting corridor between cable until you reach the other: you round the next corner 

the two towers. This next : side and the tower outside : (Map Location #8), spot 
section requires precision : balcony. Boost upward, then : another balcony with a guard 
flying and hand-over-hand move right and land. : captain. This scumbag is Lye 
work. Move to the balcony’s : Rooker, who's in default on 
right side. payment to a bar he has 


interest in. Bring him in! 
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Bonus Objective 
Completed! 


















Don't rush, or you'll fall. If you 
fall, try to fall to the left so you 
can grab the cable before you 
fall! If you're precise, you can 
run along this narrow roof 
ledge. At the far end, back at 
the original tower, turn right 
and boost. 






Land on the senator's 
balcony, and pick up your 
final Mandalorian knife 
continue point. You spot 2 
number of guards (some 
armed with grenade 
launchers), but it's the senator 
you're after. Jango spots him 
almost immediately, and 
“requests” information about 
Komari Vosa. All he's able to 
tell Jango, amid gasping for 
air, is that a Dug called 
Sebolto is manufacturing a 
new kind of death stick on 
Malastare. 













Run around the remainder of 
the ledge. The second to last 
balcony before you complete 
a circuit of the tower holds a 
Mandalorian feather! Pass 
through it, and continue. 


bt al 4 a @) BY | at tA 
Completed! 





Land on an upper ledge near 
large casement windows, and 
look up and ahead for a series 
of empty flagpoles jutting out 
horizontally (Map Location #9). 
Position yourself underneath 
them, and boost up. When 
you grab one, remain 
hanging. 
























When you reach the other side 
of the connecting covered 
corridor, climb up the ladder 
or boost to the corridor roof. 
Now turn, and start the 
precarious walk along the 
corridor. This time, you're on 
the roof! 





, Keep hanging (don't stand 

g on the poles, or your 
subsequent boosts are 
more difficult), and 
boost vertically without 
jumping. You automat- 
ically grab each 
flagpole in turn until 
you reach the fourth. 


The assault gunship continues 
to circle the tower you're 
fighting from (Map Location 
#10) and blasts laser fire 
through the windows at you. 
Then, it stops to launch a 
missile and continues to 
pepper the late senator's 
tower with gunfire. 





Objective *1 
Completed! 


Suddenly, a Coruscant Police 
assault ship hoves into view, 
and the Coruscant Police 
demand that Jango release 
Senator Trell. Jango 
continues to choke the 
senator, and the assault ship's 
missile launcher bay releases. 
Jango complies—releasing 
Trell over the side of the 
balcony and to a plummeting 
demise! The assault ship 
begins to attack Jango. 


= Battle Commencement! 


Around five Con 
guards and ano 
stationed to prot 
senator. Fortunate 
won't live long en 
fired from their j 
inside and blast 








A grenade launcher on the top 
level of this apartment 
respawns for unlimited 
ammunition. This makes short 
work of the gunship, but only 
if you manually target. If you 
autotarget, the grenades miss 
and bounce under the craft. 


Dispatch the guards, including 
ones armed with a grenade 
launcher (shoot them while 
flying to avoid unpleasant and 
repeated biasts), then run to 
the window and peer out 





The assault ship is flying 
slowly, so provided no guards 
are near, manually aim your 
grenade launcher at the ship 
and continuously pound 
grenades into the area near 
the turrets, toward the bow of 
the ship. Keep this up! 


Turn and take care of any 
nearby guards and continue 
to launch grenades while 
carefully aiming at the 
gunship. You can also run 
along the perimeter of the 
upstairs windows, hitting with 
your blasters, as this whitties 
down the turrets” energy. 


Figing Jester's Legacy out from Coruscant Roz is amused 
and surprised at the nature of the senator's demise. 
wondering whether Jango himsef is likely to have a bounty on 
his head soon. “The quy wes as dirty as they come.” remarks 
Jango: he wont be missed. 





Sabigo ic more biereckad in fring out abet Sasi Gee 
Dug king in Malastare's underworld. who keeps to himse/f while 
supplying raw materials for Bando Gora's death stick production. 
Is Jango going to knock on Seboilto's front door? 





Sebolio's Guing to bu wary GEgeames alla 
approach is called for. Roz does have an invitation—a bounty 
Sebolto posted for Bendix Fust, currentiy serving time on the 
Oovo IV asteroid prison. Jango smiles at the idea of this “gift” 
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When the craft turns and 
launches a missile, simply 
move behind a vertical 
window strut, and the missile 
will fly past. Then blast the 
exposed missile bay, or 
manually lob grenades at it. It 
can't take this sort of barrage 
and explodes. 





After you destroy the five 
different turrets, the craft 
blows apart and slowly spirals 
down, trailing a stream of 
black smoke. Now would be 
an excellent time to leave 
Coruscant and locate infor- 
mation on Sebolto based on 
what Senator Trell 
told you before his 
unfortunate 
“accident.” 


Azim waddy 


Objective *2 
Completed! 





: maximum security prison. As Jaster's Legacy turns to make a 
: hyperspace leap, Jango vows to dart in and out without being 
spotted. Montross. meanwhile, is said to be in the Gazzari 





: Groff Haugg must have given incorrect information to 

: Montross, leaving you free to pursue real leads. Roz wants 

: Jango to settle down, but it isn't in his nature. Meanwhile, on a 
: dark moon, 2 Bando Gora captain approaches his queen. 

: Coruscant contacts are dead but are easily replaced. Bounty 
: hunters are to be dealt with if they surface again. 
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A cargo vessel blasts into Oovo IV's gravitational pull, : The pilot states that the ghost image has disappeared. as 


avoiding the ring of smaller asteroids dotted about the vicinity. : Jango pees off from the cargo craft's trajectory and 
Supply craft 1729 is cleared for landing, and the prison's : descends into a huge crater. It lands inside the crater. and the 
shields are opened for a moment to let it descend. : Shield starts atmospheric repressurization. sealing Jango on 





The vessel is followed closely by Jaster’s Legacy and it 
boosts toward its engines while on final approach, staying 
close with a tractor beam. The supply craft's pilot picks up a 
ghost image. It is dismissed as a glitch. as is the false bio- 
signature in the cargo hold. 
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Location Location. 


umber Description 
Side of entrance building 


Rock ledge 
Viewing point 
Entrance to control room 


Corridor corner 
(hiding spot) 


Exit door 


Marking spot for final 
bounties 


Duct grating 
Ul ave(=) mh ilele)me)mesiiis)(ela.¢ 
Duct to Bendix’s cell 
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ation Scanner: Online. Entity Chart Accessible. 
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POLICE GUARD 
TRANDOSHAN 





ZAM WESELL 
BENDIX FUST 
SMOOTIE 





PRISON DROID 





PRISON CAPTAIN 


PRISON GUARD 





Debriefing Information Mission Overview 


jovo IV is the Republic Correctional 
Authority's most prized ma 
ty prison. Named for the asteroid 
which it was built, Oovo IV houses 
the worst criminals in the galaxy. The 
only form of entertainment its inmates 
are allowed is the occasional Podrace. 
a 


} You want to get into this 
i prison, all the way down 
| from the surfaceto deep . 
@ within the asteroid's é 
core. This means 
executing a load of 
guards and 
captains, as most 
zi < aay =of the prison 
doors won't unlock until you’ve wiped out all 
personnel. Hide behind the scenery, locate your 
bounty before you boost into combat, and don’t 
get lost in the maze of ducts while searching for Fust. 


xImumM- 


{ 








V 
ive energy dome provides the 
exterior with a pressurized, 
breathable atmosphere, as well as 
protection from asteroid bombardment. 


Commencement! 


Jango is fitting missiles into 
his backpack launcher 
onboard Jaster’'s Legacy and 
having trouble speaking to 
Roz. Jango is on the asteroid’s 
surface and hopes to slip in 
through a cargo supply port. 
After pondering the dangers 
of jet packs in enclosed 
prisons, Jango is ready for 
action. 


NOTE 
Before you go any farther, 
be aware that green laser 
fire from guards impedes 
your movement and is 
damaging, while blue blasts 
from heavy weapons are 
extremely damaging. Take 
foltiare (Urine (Milelare me) ie(om ele) its 
first, ideally from cover. 
Then take out those firing 
green rounds, and finally 
red. This applies to the next 
three missions. 





Head down VJaster’'s Legacys 
exit ramp, onto the asteroid. 
Turn right, and look toward 
the horizon, moving around 
the ship's left engine. A 
narrow valley lies ahead. 





(ORE = 

Molo) @inicem ts mah asin 
before you enter the 
asteroid prison. Above is a 
elute Me) micore <w-lpleme(=ic) 
the asteroid field shrou 
this place. 

You can also boost on 
top of Jaster’s Legacy. Run 
FlcelelireMti-Miseltiae) Mtg = 


ship, vertically jet onto the 
cockpit, then run onto the 
craft's top. This grants you 
a vantage point. 





Look left to see an 
alcove in the rock-face 
stole @icelsimisice ile Rell 
left engine onto it to reach 
this strange place: a 
narrow rock path ending at 
a locked door. This looks 
like your exit route. 


Boost toward the gap between 
the rock walls and run uphill 
until you reach the valley's 
edge. The prison entrance is 
to your right. 





Prison guards patrol the 
entrance and two stand next 
to turrets, ready to repel 
escapees. They'll be surprised 
that someone's trying to break 
into the prison. Drop down to 
the right. 











“ é ce is = 

Hf you aren't quick, and continue 
to move to cover beneath the 
prison entrance {Map Location 
#1), the two turrets pick you off 
in crossfire, sending you 
sprawling and continuing to fire 
at you. Neutralize this threat by 
boosting to the compound's 
right corner. 





Ignore the laser fire until you 
reach this area. Hug the corner 
of the building so the turrets 
cannot locate you, and dea 
with a couple of incoming 
guards. Then move to the side 
of the entrance. 





This method of storming the 
entrance is best. Enemy fire will 
overwhelm you if you boost or 
drop down from above, hide 
behind rocks, and attempt to 
pick off the turret guards. 





Boost up and onto the roof leve’ 
of the prison entrance, and aim 
your blasters at the two turret 
guards and a guard capt 

Stay on this sliver of r 
blasting four guards as t 
pour out of a central doorway. 


5 











Circle-strafe or flying circle- 
strafe, and after you clear the 
roof of guards, drop onto the 
ground. 





Deal with a guard on the 

ground, two more guards that 
appear from the nghi ground- 
way. then two more 


eft doorway. Keep 





© 
< 
o 


7 
oO 
+o @ 


) © 
\ 











This opens, spilling six guards. 
You blast them in seconds 
using the corners of the 
entrance ramp és cover, and 
fly: blest 


As you enter the initia 





entrance Chamber, 
grenaces anc a 


QuarGcs, One O 


Aim and blest them from the 
ground, or land on the 
balconies and finish them. No 
one must live 


Secondary Bounty 





The two side doors are 
but the large security 9 
the chamber’s far end n 
opens. Don't mistake i 









c 


From your vantage point near 
the switch, or peeking out 


from the ramp, ID scan the 








gu 

an exterior courtyard. This is 
an ideal spot for a grenade, 
which confuses the guards. 
Blast them after you tag Ledd 
Pinot, the crooked cop—your 
first secondary bounty! 








the smaller doors on 
either side of the building you 
emerged from, so continue 
combat until all the prison 
guards fall. The doors lead 
only to a short dead end with 
a locked door. 





Look around this circular 
arena, and move toward the 
low flat rock platform to the 
left of the building (Map 
Location #2). Boost up, then 
across and land on it. Turn left 
to spot higher rock platforms. 





Traverse all five platforms to 
the highest one. Pause to 
replenish your jet pack, as you 
need all three seconds of fuel 
to continue upward. At the 
top, turn right into a cavern. 


NOTE 


h not ne sary for 
completion, you 
st from the highest 
n, over to the prison 
p. and land on it. Try 
st all guards before 
t your rock 
cension 





Pass through the Mandalorian 
knife continue point, and stop 
(Map Location #3). A prison 
barge lifts off from a huge 
landing pad in front of you. 
Watch it disappear over the 
mountains. 


Spot another Mandalorian 
knife continue point on 
the landing pad, plus a 
ladder rising up to it from 
the support scaffolding 
below. Head there 
and inspect the 
docking bay. 




























The bay has a couple of 
gigantic searchlights and is 
teeming with guards. To the 
left is a control building. Bring 
out your ID scanner, and 
hover over the human under 
the left searchlight beam; 
that's Wip Shank, another 
crooked Prison guard! 


With Shank targeted, slide 
down the rocky terrain, and 
onto the circular balcony 
surrounding the docking bay’s 
ground level. Stay away from 
the edge and concentrate your 
fire on the balcony guards. 
Note the darts on the rocks 
near your slide point. 





Cover the immediate area in 
front and to your right. There 
are around six guards, so keep 
moving to avoid being shot. 
Stop when you reach the rock 
wall blocking the balcony 
continuation. You can fall 
down onto the ground 
from here. 
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Name: W 
Wanted: 

Alive: 4 

Dead: 4 
Species: Human 
Sex: 
Hom Id: N 
Known Affiliates: T 
Last Known Locatio 
Originator: The Hutt 
Brief: ( 


You can blast away at the 
guards patrolling the base of 
the landing pad. They 
continue to stream out of two 
doors on the opposite sides of 
the arena, so once you're 
happy with the takedowns, jet 
up, back onto the balcony. 


Boh ~ 


On the balcony, three 
security doors open to 
release more guards into the 
fray. Around the balcony are 
missiles. Take them. 
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Secondary Bounty 


Stay on the balcony, and move 
toward the security door 
directly underneath the metal 
walkway to the landing pad 
scaffold, near the missile item. 
This is where you'll find Shank. 





Battle at least 10 guards, then 
dash through the door. Stay 
inside the room, blasting more 
guards and captains (around 
three on the lower level), and 
move to the meta! ramp. 





Climb the ramp (after taking 
the missile under the stairs), 
taking care of the guard at the 
top. Then boost or run 
around and go through a 
small security door. This 
leads onto the walkway. 
Boost along the walkway, 
ignoring the continuous 
stream of guards below. 





When you reach the squere- 
shaped walkway 2round the 
landing pad, make a left, turn 
the corner, and move directly 
onto the landing pad ladder. 
Nothing of interest is here. 





Climb the ladder, or boost 
vertically, grab the ladder, and 
ascend the rest of the way. 
Emerge onto the landing pad, 
run directly into the 
Mandalorian knife continue 
point, then turn around. 





Four guards stand on the other 
side of the landing pad. Use 
the nearby generator as cover, 
then peek out and take down 
all four guards. Stand on the 
middie of the landing ramp. 


Two guard captains race in 
from the control-building 
ramp ahead. Deal with them, 
then quickly inspect the pad. 
The square-shaped indent in 
the center appears to be an 


elevator mechanism, but the 


covering must be removed. 
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Move back so you're not 
under the second fio 


and boost up, landi 
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Bring out your cutting torch, 


and make a Jango-sized hole 

in the mesh in the nght 
doorway. Move inside and 
down a short natural rock ramp 
to a left door. Press the switch 
to the left and the door opens. 





Move inside the door. to the 
middie of a two-wey remp. 
The left ramp leads down, and 
the other upward. Don't get 
boxed in as guards advance— 
blest fast and back up. 





Move up the nght ramp, 
blesting any gquerds, and head 
to the doorway at the top, on 
the left wall. Wait for it to 
open, and enter the control 
room. Those six guards will be 
here if you didn't previously 
attract their attention. 





Once inside the control room, 
run to the large casement 
window overlooking the 
landing bay. Move to the tall 
control switch and press it. In 
the distance, you see the 
elevator cover pee! back. Take 
the bacta fluid crate. 





au < Z 
Head to the elevator platform. 
The doorway from which you 
came {in the middle of the 
ramped area) is locked. Head 
down the first ramp, drop 
down, and run down the 
second. Wait for the door on 
your left to open. Arm yourself 
with the heavy blaster under 
the ramp. 





Prepare to back up the 

ramp, and teke care of three 
guards that appear. Battle into 
the lower control room to 
fight them. 





Deal with the captain, then 
exit via the doorway in the 
opposite wall. You're back on 
the walkway leading to the 
landing pad. Run across it and 
onto the elevator platform, 
which has ascended from 
below. Move to the switch. 





Press the switch, and begin 
your descent to the prison 
corridors built into the 
asteroid. It takes around 10 
seconds to reach the large, 
green-lit arena. When you 
spot the arena, look for a 
blue glow. 

































Now boost to the other 
balcony and lay waste to the 
remaining guards. Collect the 
grenades, darts, and other 
items behind the crates, and 

. i continuously blast the guards. 
Objective *1 
Completed! 
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Now mop up the rest of the 
guards, as more appear from 
a doorway ahead and behind. 
in-between these incursions, 
guards stream in from the 
doors at the end of each 
balcony, so keep combat 
going on between these two 
areas. and once the combat 
haze has cleared, move up 
and collect your bounty. Then 
continue to take care of the 
influx of guards. 





The biue glow is a 
Mandalorian knife continue 
point. Boost toward it, 
claiming it, then run to the left 
side of the control booth 
above you. Boost upward, and 
climb onto the walkway. 


f 
we 


Take down the captain 
patrolling this area, then stop 
for a moment. Guards are 
along the balconies to both 
sides of you, and others move 
about the ground. 


Run and biast all of the guards 
along the balconies first, as 
they can easily target you 
from below. Then run around 
the ground floor, blasting the 
remaining guards. Darts, 
grenades, and missiles are 
behind the stacks of crates. 
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Now boost up to the balcony 
and open either door leading 
to the observation booth (Map 
Location #4). Once inside, 
make short work of any 
remaining guards, and press 
the control switch. Ahead, the 
door on the far wall rises. 


across the elevator, and 
through the open door. This 
leads to a second chamber 
with a door switch to the right 


Name: Na 
Wanted: 

Alive: 4,( 

Dead: 4,00 
Species: Human 
Sex: Male 
Homeworld: Corellia 
Known Affiliates: The He 
Last Known Location: Oo 
Originator: The Hutt Clan 
Brief: C 








Exit the booth, drop down, run 


€xpected Target Reaction 


of another huge security 
barrier. The barrier rises. 
Move into the corridor. 





This corridor is devoid of 
guards, but a droid with 
deadly weapons patrol the 
area. Shoot at them or fire 
grenades or missiles from 
cover (Map Location #5), turn 
right, boost down the ramped 
corridor, turn left, then move 
to the door with the control 
panel. Open this door, and the 
next, using another panel. 





You appear inside a massive 
storage room. Turn right and 
blast the guard patrolling the 


Secondary Bounty 














second-level balcony. Two 
guards jog to intercept you— 
cut them down before they 
reach you. Check all the crate 
tops for items—there’s missile 
fuel on one of them to allow 
impressive aerial combat. 





Now the exit door opens (Map 
Location #6) along the fer end 
of the right wail, on the upper 
balcony side. Six more guard 
captains appear from this 
doorway, and others are below. 
Take as many out as you wish, 
then move into the doorway. 
Move up the ramp ahead, 
blast the captain at the top, 
and run around the balcony; 
look for a guard running in 
from the right. He's patrolling 
the east wall of this room. 
Mark him before you continue 
(bounty #3). Then head up and 
around the ramp, looking for 
guards that continue to appear 
from doors dotted around the 
arena. Keep biasting. 





orian knife continue 

t, and move to the green- 
lst adjoining door after using 
the contro! switch. Tag the 


incoming captains. 


With Bordo blasted, keep 
striking guards in the room. 
The exit door releases when 
enough guards are down, so 
keep firing. By now, quards 
are steaming out of the two 
lower doors on the left wall 
and the upper left door onto 
the balcony. Fire away! 





Toast 12 guards. Use your 

flying and dodging abilities or 
hide behind the large 
columns, back away 


nightstick wielders, and use 


the crates as cover. 


prison pe 
blasting th 








This ramped corridor is almost 
identical to the one you jogged 
down earlier. Turn left, boost 
down the ramp, make a nght, 
and head for the green-lit door 
and walk through. Blast the 
droid from behind cover. 


The exit door is at the room's 
far leit if you're looking from 
the entrance, and features 2 
control panel. tt only works 
after guards appear from this 
door, so continue your guard 
takedowns. Check the balcony 
for more. Use the heavy 
blester and other items resting 
on the nearby crates. 


You appear inside a security 
chamber, near a cargo 
elevator (with the Aurebesh 
symbol “Nern” on a door). 
chamber’s fer end, and lend Head down the ramp, toward 
on the top. Then drop down the door, and prepare to hitch 
and claim the Mandalorian @ ride Gown to the prison area. 
feather resting on the ground 


Surrounded Dy crates. 





Boost to the boxes at the 





Jango enters the cargo 
elevator, startling an elderly 
alien named Smootie. Jango 
informs Smootie that he’s 
after Bendix Fust. Smootie 


After you d 

guards, the exit door opens 
and two captains emerge. 
Blast them quickly, enter the 
exit chamber (after you've 
taken all of the power-ups 
in the previous room), 


ispatch around 12 










remembers the fellow; 
he’s incarcerated inside 
Cell Block Level 1. 
Smootie’s going 
farther down though— 
to the mining area. 


and press the contro! pane 
to open the adjoining door. 
Step into another corridor 


area. 












Hitching a ride on the cargo 
lift, Smootie cackles to himself 
and promises to keep the 
conversation secret, allowing 
Jango to inquire about the 
Bando Gora. This startles 
Smootie, and he recalls a tale 
an inmate told him two years 
ago, about how a beautiful 
Jedi girl rescued the rascals. 





During the rescue, the Bando 
Gora took the Jedi girl, two 
prisoners, and the prisoner's 
ship. The ship was carrying a 
cargo of spices, and a bounty 
hunter was hired to find it. 
Months later, the bounty 
hunter returned, gabbling 
about the ship being gutted on 
2 remote moon outside the 
outer rim. 








The fearful bounty hunter told 
a tale of the woman lopping 
the heads off the prisoners as 
part of a ritual and had been 
turned into one of the Bando 
Gora! Jango recognizes this 











as Komari Vosa, and wants to 
know the name of moon’s 
system. Smootie doesn't 
know. However, he recalls the 
gruesome end to the tale; bits 
of the prisoner were found 
two days after the story was 
told. Suddenly, the ground 
shakes. The elevator has 
reached the basement levels. 


Objective *2 
Completed! 


Exiting the cargo elevator, you 
start near the elevator door 
marked with the Aurebesh 
symbol! “Aurek.” You are on 
floor “A,” having traveled from 
floor "N." Collect the 
Mandalorian knife continue 
point, then head up the ramp. 


Use your cutting torch to 
remove the small metal 
hatchway to the left of the 
door, then crouch. Move 
inside, turn right, head down 
the duct, turn right again, and 
torch the next hatchway. 


Emerge on the other side of 
the locked door, into a 
ramped corridor area. Boost 
around the corner, and stop. 
Blast the incoming guard. 
Take care of a second guard at 
the top of the ramp, emerging 
from a secure door. 
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Turn right and stop (Map 
Location #7). Ahead, two 
guards flank a door on your 
left. At the far end of the 
corridor is a guard talking to 
a prisoner. The guard captai 
is "Shank" Ballax, leader 
the Helmet Squad! The 
prisoner is a Trandoshan 
named Frissk, and the Hutts 
want this traitor alive! 


Bonus Objective 
Completed! 


lay them out cold. 
opposite window houses 2 


security room, containing 
guards responsible for 

opening the door the first 
Quards were standing by. 
This is your next location. 
ignore the guards behind 


the window. 





If you back up the corridor, 
you may be attacked from 
behind by a guard who 
appeers from the doorway at 
the near end of this corridor. 
With the fracas out of the way, 
turn right at the corridor’s end, 
taking out another guard. 





The guard wes near a door. 
Walk 


Walk through & to the other 








the security room, you startie 
@ guard. He fires as you 
crouch, so return the favor, or 
roll into the room to gain 
more cover by running around 
the central computer bank. 
The flamethrower is excep- 
tional in this situation. 








nish off the captain, then 
press the door-release switch 
opposite the door you can see 
through the window. It opens, 
nd he can exit via the 
previously locked door. Watch 





out for another guard running 
in to investigate. 


Run back to the area where 
you found Frissk, then prepare 
for 2 mass melee! Around 10 
guards and captains stream 
out of the door you unlocked 
and out of the corner door! 
This is 2 great time for 
grenades or missiles. 





Back up during combat and 
use the corner walls as cover. 
Or, wade in and dodge the 
eser fire, cutting the guards 
down swiftly. When the 
combet is over, enter the 
unlocked door on the main 
corrador. 





This leads to an entrance 
corridor that ends at a huge 
reinforced door. Behind here 
is the main prison block. 
However, the door is tightly 
sealed. Turn right, head 
through the Mandalorian knife 
continue point, and move to 
the grating (Map Location #8). 





Cut the grating open, roll 
inside the duct, and follow the 
duct to a narrow mesh area 
with pipes. This is the air- 
conditioning side room. Walk 
to a gap in the mesh ceiling. 





Stand up, leap onto the mesh, 
and run to the other end of the 
side room. In the corner is 
another hole in the mesh. 
Drop down, turn to face the 
left wall, and locate another 
hole nearby. Crouch and walk 
into this duct. 





Once through the duct, you 
appear underneath the main 
prison block (Map Location #9) 
in an unused basement 
portion. Boost across and 
locate the duct opening in the 
opposite wall. Enter this duct 
and move through it. 


You appear in a side 
wall area with more air- 
conditioning pipes on 
the other side of the 
prison cells. Ignore 
the area to the right, 
and keep moving to 
the corner. Stand up in 
the square without the 
mesh ceiling and leap 
onto the mesh. 





The duct entrance ahead leads 
to the wrong cell, so ignore it 
and run along the mesh floor, 
turn left, and boost onto the 
platform, then continue along 
to the far end of the side wall. 
Enter the lower duct in this 
wall, above the mesh, but not 
above the ledge. The correct 
duct is around head height 
(Map Location #10). 


Objective #3 
Completed! 





At the end of the duct is 
Bendix Fust's cell, but Jango 
isn't the only bounty hunter 
on the prowl. A female 
hunter named Zam Wesell 
enters Fust's cage, and 
informs him that Sebolto is 
looking forward to his 
company. Fust refuses and is 
then knocked out by gas. 
Wesell got here first! 
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Mission Objectives 
. Break out of prison block and detention center 
. Locate entry to solitary confinement 
. Fight your way through maximum security 
. Escape to crate surface through mines 


Jango Equipment Status: Online 
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Jango Fett Powerup Debriefing Information 
and Pickup Status: Online Oovo IV's lower levels contain the most feared convicts. Special riot guards are deployed 


in force to quell any attempted uprising. No revolt has ever succeeded, and, with a 
handful of notable exceptions, all of whom were either killed or returned, no prisoner has 
ever escaped. 


Mission Overview 







? if you thought breaking into Oovo VI was difficult, then 
prepare for an even tougher escape! Every room contains 
both prisoners and guards, firing ranged weapons or 
charging with electro-prods, and the chaos can 
sometimes be overwhelming. Combat this by retreating 
into previously explored areas, and let new enemies run 
to you to avoid being swamped. When in a room with no 
other exit besides locked doors, blast everything in sight, 
in waves, and wait for the door to unlock. Finally, you'll 
learn Meeko Ghintee was successfully transported to this place, and has a rather juicy 
bounty on his head. Then it’s a quick escape to the surface, where a combination of Zam 
Wesel! and the prison’s prototype Firespray ship halt your escape plans. 
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lation Scanner: Online. Entity Chart Accessible. 





ID scanning spot 
Entrance to mess hail 
Exit from mess hail 
Carga bridge gap 


GRAN 


WEEQUEY 





KLATOOINIAN 





é 


PRISON CAPTAIN 





PRISON GUARD 


ASSASSIN DROID 





NIKTO 















ASTROMECH 
—- 
ASTROMECH 





SENTRY DROID 
BENDIX FUST 
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Ghintee and gor 


Ledge overiooking 
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PROTOCOL DROID 
PROTOCOL DROID 


ineptitude and says Zam 
would be perfect as a partner. 
He vows to hunt down this 
bounty hunter and Fust. 


Stay in your cell, and you 
attract the attention of around 
four prisoners and a couple 
of guards. The protection 
this cell affords allows 
you to stand and 
fight, ideally using 
your flamethrower. 





You need to escape this 
maximum-security prison. 
Bring out your ID scanner and 
locate the prisoner running 
toward you. This is a rabble- 
rousing Gran, bounty #1. 


Ozatta radios in from the 
remains of Bendix's cell, as an 
assassin droid boosts out of 


R 


the prison complex, following 
the bounty hunter who 
claimed Fust before you. 
Rozatta laughs at Jango’s 
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Name: Pe 
Wanted: 
Alive: 0 Credits 
Dead: 
Species: Gran 
Sex: 
Homeworld: Mala 
Known Affiliates: Grar 
Last Known Location: 0 
Originator: F 
Brief: Lez 


€xpected Target Reaction 


As you cross the prison floor, a 
turret on your right begins to 
fire. Avoid it, running to the 
side rather than at it. Use a 
ground pillar as cover, or circle- 
strafe, and take out a couple 
more guards and prisoners. 





Once the ground floor has 
been cleared of prisoners and 
guards, boost up to the 
balcony surrounding the lower 
floor. Move to the back of the 
room, opposite the turret, and 
to an orange metal vertical 
shield. Pick up the darts. 





Prima’s Official Strategy Guide 


Recommended 
Takedown Tactics: 


Use the shield, target the turret 
firer, and tag him with a single 
shot. Boost around the balcony, 
taking out a couple more 
prisoners and a few guards. 
Note the bacta fluid vessel in 
the upper cell near the right 
side of the turret balcony. 





When the initial wave of 
prisoners and guards are 
down, the four doors (two on 
each level) on either side of 
the turret wall unlock, and a 
guard runs through each. Blast 
the guard quickly, and exit into 
a rock passage with a ramp. 


If you move through one of 
the upper doors, you don't 
need to climb the ramp. 
Otherwise, ascend to the top. 
and move through a door 
opposite, leading to a ramped 
L-shaped corridor. This is 
mirrored on the other side. 





This leads to a flat connecting 
room, with two security doors 
on each side. The green one is 
unlocked, and can be entered. 
This leads to the control room 
with the turret (Map Location 
#1). Blast the two guards in 
this chamber. 


Move left and press the control 


Switch near the window. This 
opens a blast door below you, 
in your starting chamber. Take 
the bacta fluid crate, and move 
to the turret. Sit at the turret, 
blasting guards that pour 
through the door. 





Head back out of the door, 
dealing with any guards 
ascending the ramps, and 
return to the initial holding 
chamber. The place is littered 
with guards, so use the pillars 
or the balcony, as cover. 





Boost around the upper floor, 
and once al! the quards are 
downed up here, drop down 
and finish those on the ground. 
Move to the blast doors. They 
open, allowing you access onto 
a mesh platform. 
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This opens into the prisons 
central security room (Map 
Location #2). Guards are 
everywhere, including six in 
the chamber. Advance 
forward, blasting the nearest 
guard. Don’t be overzealous 
with the gunfire! 





Once you've backed into the 
connecting corridor and 
tagged Sann Dekker, battle 
back into the security room, 
shooting two more guards 
and a couple of captains. By 
now, eight more guards 
come stomping in from the 
door ahead. 





Use the two side ramped 
pessages leading from the 
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Boost the train of guards, 
using circle-strafing to avoid 
taking much damage, and stay 
on the upper balcony. There 
are two doors here, and the 
one to the east (right as you 
come in, on the upper floor) 
will unlock shortly. 





While you wait for this door to 
open, another set of guards 
comes in, runs up the steps, 
and should then fall under a 
hail of your blaster fire. Take 
care of ali the guards you can 
see from long range, as most 
are armed only with prods. 





After another six guards 
appear up the ramp, the door 
you've moving through 
unlocks. Guards can stream 
through this door, so back up 
toward the door, blasting 
guards nearby, and then head 
through it, into a Mandalorian 
knife continue point. 


Objective *1 
Completed! 






Turn right, race to the top of 
the ramped corridor, and deal 
with a guard captain to your 
right, and another to the left, 
guarding a security door. It is 
unlocked, and the sounds of a 
riot can be heard in the 
distance. Enter the door. 











You appear in a long corridor. 
Train your weaponry on the 
two guard captains to the right 
of this chamber, and blast 
them as you run down the 
corridor to the power-ups at 
the far end. Take the darts and 
the bacta fluid vial, and move 
back to the right side door. 
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Go through the door to the 
wrecked cafeteria (Map 
Location #3), with walkways 
around the perimeter and 
stairs at the back to reach the 
balcony. Bring out your 
dartcaster, and plug away at 
prisoners below. 


Move to the platform corner, 
and train your weapon at the 
prisoners who soon rush up 
the ramp toward you. All of 
them have prods, so keep 
your distance and fire. 


Take care of around eight 
prisoners, with a few more 
down below. Deal with them 
from a distance. Then tag the 
only Weequay in the 
prisoners’ midst. 
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One of the doors opens, and 
seven prisoners pour out. Train 
your weapons on the Grans, 
and bring out your ID scanner 
for one of the Weequays— 
Keezo Stoolee, bounty #3. 


Once you've tackled these 
prisoners, get ready for more 
incoming. Half of them are 
armed with blasters, so circle- 
strafe about, and deal with 
them first. 


Ee: 3,500 Credits 


1,200 Credits 
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Around 10 guards enter the 
fray from the opposite door, 
most with prods, but some 
with nightsticks. Scatter them 
with a well-timed grenade. 
Use the pillars as cover, and 
stay on the balcony. 


A couple of guard captains 
finish the incursion, heading 
in from the east blast door. If 
you're being overrun, hide 
behind the unlocked door on 
the southeast, while you blast 
incoming enemies on the 
catwalk. ; 


There's 2 horde of enemies, so 
keep on the move, look for 
bacta fluid vessels, and don’t 
get swamped, stuck, or 
hemmed in on the ground floor. 
When the last enemy 

blast doors to the east unlock. 


point, and onto a 
platform with a s 
either side. Turn 
target the sentry d 
you. Don't manually 
when in range or y 


Objective *2 
Completed! 


























Boost up to the second floor As you reach the third floor = 
balcony and a trio of balcony, run down the balcony, Mm: 
prisoners. You can hide from _ take the bacta fluid crate, 
the turret here; reach it via : locate and mark bounty #5, ; W 
boosting (which leaves you : and blast anyone moving : As you step out onto a narrow n 
open), or climbing the ladder = along this platform. Youcould = cargo ledge (Map Location 1] 
to the left. : use the turret, but more guards #5), you spot a bottomless = 
appear through the door to : chasm, and three ledges on 
your left, so this is unwise. the far side of this gap. What's 2) 
more problematic are the co 





three guards with launchers 
on each ledge! 





“nw oO 


r 
= 





Blast the prisoners running 
about below, and run along 
the third floor balcony until 
you reach the second cell from 





the entrance. Step inside, and : When you hear the missiles 
collect the Mandalorian : fire, retreat back into the 
feather! Now locate anymore =: corridor, and let the missiles 
enemies, and blast them. ? hit the wall or door. Then run 


: back onto the ledge, and try 
Secret Objective : manually aiming at the main 
: platform. Or, boost across, 
land, and blast all three 
guards from close range. 


Secondary Bounty 





When the current wave of 
enemies are downed, 10 





guards appear out of the once- You could also hold a 

locked door near the turret. : grenade in the corridor, then 
Stay on the third floor balcony, =: move through the door, throw 
use the cell walls for cover,and = jt and seek cover. It needs a 


deal with all of them. high trajectory to work. Then, 


just as a missile finishes 
exploding near you, boost to 
the other side. 





The exit is now open, so step 
through the door near the 
turret and run up another rock 
mesh platform until it 
straightens out. At the end of 
this corridor are two doors. The 
left one is unlocks. Enter it. 









{ 
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Boost to either upper ledge, 
take care of the guard there, 
and pick up his missile. Or, 
boost back to the entrance you 
came in, and claim the jet 
pack fuel on the ledge near 
your starting ledge. 





A better plan is to leave this 
gap, and head into a corridor. 
Turn right, stop and throw a 
grenade in the middle of the 
four guards standing in the 
corridor middle. 


Name: Nv 
Wanted: 
Alive: 0 Credits 
Dead: 2, 
Species: K 
Sex 
Homeworld: Kintar 
Known Affiliates: None 
Last Known Location: Oo 
Originator: O 
Brief: R 


Expected Target Reaction 
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Run to the end of the corridor, 
take the bacta fluid vessel and 
the bunch of grenades, and 
then locate the unlocked door 
to your left. This leads to the 
main population cell block, 
and the most intense firefight 
of the entire hunt. 


Open the door, stop 
immediately (at Map Location 
#6), and bring out your ID 
scanner. Zoom in directly in 
front of you, at the Nikto in the 
opposite doorway. Tag bounty 
#6, and remember where he is 
for later. You'll lose sight of 
him in a moment. 


Secondary Bounty 





This combat is frantic and 
extremely difficult. Your trusty 
blasters are your best bet 
here. Do not boost into the 
chamber or you'll be blasted. 
instead, aim at a guard on the 
nearby platform, and back up 
into the corridor. 





Keep coaxing prisoners and 
guards to the entrance, then 
blast them from cover. 





Move to the dead end, bring 
out the flamethrower, and 
torch every prisoner that 
charges. Run around the 
corner to attract attention 
and then dive back for cover, 
then wait and burn as they 
charge you. 





enemies to fac 
area, clear it, ti 
another, look f 
stay to one side of t 
chamber. Teke this 
slowly. 












When you've exhausted the 
initial occupants, around eight 
prisoners jog through the 
blast door on the far lower 
west wail (ahead and right of 
your starting point). When this 
occurs, you can escape 
through this now-open door. 








Hide, blast the remaimung 
prisoners, and escape into 
another rocky mesh platform 
and blast the sentry droid in 
the rock roof ahead. Run or 
boost down the ramp, make 2 


night, and open the blast door. 


the bacta fluid c 


head through the 
door. Bring up yo 





Pass through two doors, and 





at the second 


for a Trandoshan, and don't 
shoot him! He's another 
bounty (#8), and he starts off 
next to the exit door. He 
doesn't have a weapon, so 
target only enemies firing at 
you until you mark him. 


- sis Za58 
Fortunately, you don't have to 
blast every enemy in this 
chamber, as the exit door is 
open. Boost through it when 
you wish. 


After another blast door, turn 
right and land on the 
Mandalorian knife continue 
point, then turn left, run 
across the thin platform, 
through an unlocked security 
door, into a waiting chamber, 
and through another door. 


You appear at one end of a 
long thin bridge spanning a 
bottomless chasm (Map 
Location #8). To the right are 


three more identical bridges. 


Neutralize the guard threat 
and make it to the far end of 
the third bridge. 


Objective *3 
Completed! 


INO ABI4E] SUL 








Move forward and blast the 
guard ahead of you, then stop 
in the cover of the central strut 
support, and take care of the 
other. All guards on the first 
bridge are down. Now turn 
and look right. 





Three guards are on the 
second bridge. Bounty #9 is on 
the right. Mark him. Change to 
the missiles, and aim at the 
missile launcher guard at the 
bridge's left end. 


Name: 
Wanted: 

Alive: 0 C 
Dead: 2,000 ¢ 
Species: Human 
bn => 
Homeworld: Alc 


Known Affiliates 
) 


Last Known Location: Oc 
Originator: In 





TIP 
Be warned: The guards 
with missile launchers are 
deadly. They fire at you 
constantly, and if you stay 
in one place you'll be 
damaged and knocked off 
your feet. If you're hit while 
flying, you get knocked into 
the chasm. Blast these 
guards before flying. 





With the missile launcher 
guard, his friend, and Zeb all 
taken care of, watch for more 
guards appearing at the left 
end of the middle bridge. 
From a covered strut, send a 
missile out to disperse them. 
Enter through this door to 
claim a bacta fiuid crate. 


Recommended 
Takedown Tactics: 








Boost to the left of the final 
bridge, and take out the two 
guards there, then grenade, 
missile, or blast the three 
prisoners high-tailing it out 
the nearside door. There's jet 
fuel behind the door they 
came through. 


Enter the door, taking out 
another guard, and enter 2 
circular rock cavern with 
grenades and bacta fluid 
vessel ahead. Take these. then 
wind around the path, 
following it upward as & flips 
180 degrees, winds, narrows, 
and then opens up. 





More reinforcements appear 
on the second bridge, and a 
missile guard is ahead of you. 
When he appears, the door 
behind him unlocks, allowing 
an escape. Blast them both. If 
you're facing down a missile, 
move backward, and dodge to 
one side. 


You're in a large, flat-roofed 
cavern. Stay on the elevated 
ledge (Map Location #9), and 





Now drop down, move to the 


hole near the mainte 
You can blast all the enemi - 


here, including se ntee. Lob 
grenades from the ledge, fly 
around and biast, or use up a 


missile or two, until 2 
Ghintee's pals are lyin 
face down. 





nee ee 

See 
~ -- 
ee 
— 


You can also use the initial 
ledge and roof of Jaster’s 
Legacy, to fire missiles at the 
guards. This is helpful for 
destroying the guards around 
with heavy blasters. 


Using the rocks as partial 
cover, boost out and blast (or 
missile) the remaining guards 
attacking the bounty hunter. 
There are around six, with a 
captain. After these are down, 
eight more appear from the 
ravine that leads to the prison 
entrance. 





o the crater 
aster’s 


rying to steal 
ost down there. 


Don't blast Fust or Zam (you 

can inspect Fust via the ID 

scanner though. Instead, land 

on the ship's roof, and begin 

to blast the incoming guard 

its. Boost to the front of the 

lip and take care of the three 
uards and the captain. 


Once all the guards have been 
destroyed, Jango’s curt 
tongue-lashing is cut short by 
the appearance of a prototype 
police vessel known as the 
Firespray. As Jango dives for 
cover, it tears apart Jaster's 
Legacy, rocking the entire 
asteroid with heavy laser fire, 
and demolishing it. That was a 
Mandalorian heirloom! 
Without a ship, how is Jango 
to get off this rock? 


BOUNTY CLAIM 


*: BOUNTY CLAIMED 


NO E248 SUL 
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FOUN! j Avaliable Acqured during 
INGE ERI Jet Pack Yes No 
————— cal Fists Yes No 

Westar-34 Twin Dual 

Dallorian Alloy Blasters Yes ve 

1D Scanner Yes No 


Gauntiet Whipcord (Snare) Yes 


Mission Objectives 


. Disable first shield power reactor 

. Disable second shield power reactor 
. Disable third shield power reactor 

. Steal prototype Firespray police ship 





















: Fett Po Population Scanner: Online. 
M ti Jango Wwerup p 
eee and Pickup Status: Online Entity Chart Accessible. 


Location Location Acquired during 

















ee © OvverUp/PICKUD Mission? e 8 g : 
“ = = = 
Corndor comer Bacta Fluid Vial Yes » = : < 
Ssirkerisiicgese Cac Mluid Crate Yes = z g ; 
Entrance to first Sniper Rounds No sl e & 
reactor Toxic Darts Yes o : z | 
Entrance to first Thermal Grenades g /~ 5 ai 
(one or three) Tes > a CE. 2 ad 2) 
reactor room z = Z + g 
Standard Missile Yes 5 = Zz 
- > & 





Balcony to shoot out 
turrets from 


Entrance to second 
reactor 

Entrance to second 
reactor room 3 : 
Entrance to third Debriefing Information 


The prison's massive energy shield opens briefly only for arriving and 
Balcony to shoot out departing supply ships and transports. During lockdown, nothing 
turrets from can escape. Three reactor cores, the combined energy of which 

; requires an impressive amount of cooling, power this shield. 
Three cooling units, accessible only through small 
maintenance vents, surround each reactor. 


Guster Missile No 
Jet Pack Fud Yes 
Mandalorian Rage Yes 
Jango’s Gear No 


adess5 2xuL 









ach reactor and overheat it by cutting a grating and 
cuits. You can access only one reactor at a time, but 
h the same way. Then it's a dash to the large hangar, 
patrol vehicle is hastily pressed into service to 
scaping. Bring along the heavy ordnance for this 

















Boost out behind the rock, 
blasting the droid with laser 
fire, then dodge back behind 
cover before the droids’ lasers 


J ed zs 


Enter the door, attacking the 


Your first problem lies directly : strike you. Stay at mid-range— 
ahead in the shape of three : don't head in close or you'llbe = remnants of the first guard 
prison droids guarding the : overwhelmed with laser fire. : force, then move behind the 


two crates at the corner of 
the sloping corridor (Map 
Location #1; collect the bacta 
fluid vessel and grenade). 
Look left to see a quartet of 
guards ahead. Stop here for 
a moment. 


access corridor to the main 
reactor. Boost to the largest 
os in to Smootie rock in front of you, and target 
one of the droids. 


any ideas he may 


ving this rock 


mootie’s best 
mootie doesn't 
rescued either; 
s having far too much fun 


g havoc. He'll see you 





72) 


With three husks of metal 
smoldering at your feet, watch 
out for more laser fire from the 
door ahead. Prison soldiers 
pour through the door. Take 
down three guards and three 
captains. 
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Bring up your ID scanner, and 
check the status of the second 
guard from the left. This is 
Jord Stokk, the infamous 
Podracer crippler! He's useful 
to your credit collection dead, 
not alive. Try a missile launch 
at all four of them! 


Pick up any bacta fluid vials and 
the heavy blaster, and move to 
the elevator door on the right 
wall. Press the call switch, and 


Name: Jorc 
Wanted: 

Alive: 0 

Dead: 3,006 
Species: Hu 
Sex: IV 
Homeworld: Core 
Known Affiliates: Loca! Co 
Last Known Location: C 
Originator: Galactic P 
Brief: S 
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the elevator descends. Wait for 
the door to open, and enter into 
the elevator. 





Ride it to the floor above, and 
exit into another green 
corridor space. Immediately 
turn right, and use the central 
column as cover. Three guards 
are waiting at the next corner. 
Dispose of them. 





The sentry turret on the corner 
roof can be devastating. Blast 
the guards from behind the 
column, then dart out and 
plug the sentry turret until it 
explodes. Then round the 
corner. 


Secondary Bounty 





A hopelessly outclassed guard 
waits behind the last column. 
After he's fallen, run to the 
door (collecting the darts and 
bacta fluid vessel), wait for it to 
open, and run up the lit steps 
and into 2 massive reactor 
room (Map Location #2). Pass 
through the Mandalorian knife 
continue point. 





The reactor room is gigantic 
and cylindrical, with a deadly 
drop below. Directly in front of 
the continue point is the 
central core. 





Stay here a moment, looking 
left and right at the upper 
platforms stretching to the 
central green glowing reactor, 
and optionally tag the soldier 
to the right. 


of the reactor core it 
aim at the guard cap 
the upper platform to your 
left. Then boost up and onto 
this platform. 
































This door can be entered once 
you've taken out the four 
guards. Blast them from a 
nearby platform. Make sure 
you're not struck by a missile 
while waiting for the door to 
open. Head away from the 
reactor room, 
connecting reactor corridor. 


into the 





Once inside the connecting 
corridor {take the tems from 
the locked door alcove 

blast the four guards 
armed with nightsticks 


rushing you. Battle them from 





Ch. o 
o 
¢ 
oa) 
- 
Lit) 
:) 


p two 
rds swith ¢ guns, using the 
rs 








Pass through the Mandalorian 


nife continue point, turn 
t, head through the door, 

@ ramp, and through 
ther door at the bottom of 
amp (Map Location #4). 
You've found a reactor. Jog 
through onto the linking 
walkway. 











ID scan for the guard straight 
ahead (bounty #2), then head 
down the walkway, dealing 
with the guards on the circular 
walkway surrounding the 
reactor in the middle of this 
chamber. Ten guards patrol 
this area, and you encounter 
about six before you reach the 





nce Ala Kimbo had been 

nt sprawling, more guards 
pear. All are armed with 
Sters or nightsticks (plus 
one with 2a missile). All can be 
wwned easily. After all 
guards are defeated, stop. 


Hb 


7 o 4 
5 3 


¢ 
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Look down at the glowing red 
reactor core. Below you are 
three sentry turrets. Aim at 
each sentry turret and explode 
them (from Map Location #5). 
Then drop down next to the 
reactor. 


Secondary Bounty 


Last Known Location: 
Originator: T 
Brief: T 


il all 1€ sentry 
destroyed from 
Ikway. In addition, 
need the ladder 
r platform— 
Finally, don't 
from this 
orm or fly into the 
core itself—this 


Feeeatisile celles 








With all enemies gone, inves- 
tigate the core itself. There are 
three core housings, each with 
a grating. Kneel down and 
bring out your cutting torch. 
Use it to take off the grating, 
then step back and manually 
look inside. 


Target *: 


Recommended 
Takedown Tactics: 








You need to be a couple of 
steps back from the grating 
to peer inside. Check the 
circuitry, then blast it until it 
sparks. The central computer 
echoes around, informing 
you that the core temperature 
is rising. 





Repeat this plan with the two, 
remaining core housings, and’ 
the reactor begins to overheat, 
the plasma couplings begin to 
buckle, and shut-off occurs. 
This reactor has been 
powered down. 
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Objective *1 
Completed! 


On your way out, notice 
that there are three 
doorways, but only one 
(the one you entered) 
leads anywhere—the 
others cannot be entered, 
Flare melal Nae] Ur-lne (cm (cine mit (=m 
extra weaponry or bacta 
fluid vessels) lurk in these 
areas. Check these doors, 
then locate your entrance. 


Head up the entrance ramp, 
moving back toward the main 
reactor chamber, and prepare 
to lay waste to a half dozen 
guards patrolling the stepped 


area on the connecting corridor. 


Move back to the right door 
(the opposite one is locked), 
and step out into the main 
reactor chamber again. Find 
one or two guards with lasers 
on each platform. 


Fire from an alcove or you may 
be picked off by enemy lasers 
or missiles. Collect missiles 
from the guards, although this 
is dangerous. Don't forget to 
use the fuel if you want to reach 
ets} high platforms in a single boost. 
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Remember that the fuel is 
referee meme cm tess mene 
use only, so don't expend 
nine seconds of fuel, then 
expect a recharge. You 
begin to recharge your jet 
pack only once the fuel is 
used up. This can lead to 
an almost-used fuel pack 
giving you a short burst 
and then emptying, 
possibly resulting in a fall. 
Therefore, always use up 
your fuel once you reach 
Weltime trie 


You cannot enter the 
subsequent reactors until the 
guards are downed, so defeat 
a couple. Then check the 
second reactor platform for 
more guards and engage 
them in front of that door. 
(Map Location #6) 


From the lower landing 


platform, turn left and boost to 


the next platform on your left, 
taking out the guard before 
you move. 


Once in the platform middle, 
face outward, turn right, and 


boost directly onto the landing 


platform for the next reactor. 


This doesn't require extra fuel. 


Enter through the green 
unlocked door. Is your door 
red and without foes? Then 
you're at the wrong reactor 
door or haven't finished 
enough guards! 





A familiar-looking corridor 
awaits you—turn left, and 
take apart the quard 
welcoming committee. There 
are four guards with blasters 
this time and two with nighi- 
sticks. Take the Mandalorian 
knife continue point, and 
turn right. 


Head down the ramp 
the door to the next 
room (Map L 


Two of the reactor cores are 
offline! Take out a patrol droid 

Ore guards, col 

and now return to the 
connecting corridor. Prepare 
for a battle with six guards, 
two guard captains, and a 
droid. A thermal g 


makes this battle 


out into the central 
r room and look stra 


ee more guards with 


above left and 
t. Blast every 


y one of 


Boost up to the platform 
above and to the right. Land 
on the platform, and take care 
of any menacing prison 
guards in the vicinity. 


Head toward the nearest 


: g platform that marks 
the third reactor. Note that the 
reactor logos are of different 

olors, enabling you to 
distinguish the reactors. 


mto the alcov 
#8), remembering 
ector door 
h the 


Take the Mandalorian knife 
continue point, take a right 
turn, and run {or boost) down 
the familiar-looking ramp to a 
pair of lower doors. Inside is 
the final reactor core. Begin by 
heading up the walkway after 
you've checked your ID 
scanner. 


You have more to overcome 
here—well over a dozen guards 
and captains, plus two missile 
guards positioned near the 
walkway junction to a dead-end 
door. Blast through the initial 
guard waves or tag the guards 
from extreme range. 


Make quick work of the missile 
guards, as they can cause 
considerable damage to your 
armor, then use your ID 
scanner to target a guard 
captain. 


ficer. Tw 


This captain usually runs into 
the thick of battle, or backs off 
with his comrades, so make 
sure you blast everyone in the 
room except Lan Starburn, 
Gardulla the Hutt's least 
favorite corrections officer. 


h Lan Starburn on his way 
to a disgusting demise at the 
hands of a Hutt, run back onto 
the circular walkway (Map 
Location #9), deal with any 
more incoming guards, then 
blast the underside sentry 
turrets from this vantage point. 
Now drop down. 


o-faced womp-rat 


tion of 2 million credit spice smuggling 


ward a 
e right of 


This is a difficult takedown. Mark 
Lists) bou inty at the start of the 


walkway, peering to the 
he reactor core. Attempt to 
ce guards surrounding 
n before targeting him 
e snare—this bounty is 
th more alive than dead 


a 
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Same plan—cut open the 
conduits and blast the circuitry 
inside. The final reactor is shut 
down, and the energy shield 
drops. You can now escape! 
































Objective *3 
Completed! 


Head back along the exit 
walkway, battling a few 
droids. Before you reach the 
door, check the underside of 
the walkway itself, landing on 
the red pipes just below the 
entrance. The Mandalorian 
feather is here, visible from 
the circular walkway when 
you look back. 





bot al 4 a @) BY) (an 0 
Completed! 










or, up the 
ramp, around the corner, and 
into a fierce battle with six 
guards, two captains and a 
couple of droids. Now exit 
back into the reactor chamber. 





Stay on the initial landing 
platform, and deal with any 
guards who appear from the 
surrounding doorways. With 
the coast clear, look down and 
check for any remaining 
guards before beginning the 
final ascension. Turn right. 


Boost to the platform 
immediately to your right, on 
your level, taking out the 
guard if he's still alive. Wait for 
the jet pack to replenish, then 
turn right slightly and look up. 





= ~~ 
Land on the landing platform 
with the insignia of the 
prototype Firespray spacecraft, 
and run to the door inside the 
alcove. Remember that this 
door only opens when the 
missile guards have been 
defeated. 





o 
6 8 
5 ¢ 
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guards. As usual, the 
ar makes a great hiding 


ce from the sentry turret. 
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Blast the six guards from the Behind the door is a guard, Run down the ramp (Map 





central exit door, climb the another junction, and a guard Location #10), turn right, and 

Stairs, and blast the guard . tothe left, andacaptaintothe  . press the switch to enter the 

captain standing near the far : right. The right corridor leads =: unlocked elevator door. But 

left door. Then enter the : to adead-end,soturn around first check the large holoscreen : 

middie corridor area. : and head left. To your rightis : for the schematics of the : As Jango Fett strides into the 


@ massive hangar with a : Firespray’s capabilities. ? massive hangar, his attention 
Firespray parked. : : is drawn to a service hole 
ahead of him. Out hovers the 
reactor patrol vehicle, with 
newly fitted double blasters. 
This mechanical menace 
doesn't know 
when to quit! 









Flicking his 

twin blasters, 
Head into the main Jango prepares 
pessageway leading to the : Ride the elevator down, for combat. 
docking bay where sic = Run (or boost} past another ? ready your blasters as you 
Firesprey experimental police : hangar with a Firespray, and ? emerge, and strike down a 
ships are Gocked, waiting for = =_ ‘head to a four-way junction. : captain. Then run left, away 


Ahead is a locked door, andto : from the locked door, 

the left is a door leading back =: through two unlocked doors 
to the first long corridor. Blast : and into the massive hangar. 
through here to look down on : Grab the Mandalorian knife 


more Firesprays in hangars. 


continue point. 





Turn right, and head for the 
unlocked door. Open it, then 


Boss Battle: 





step back and engage 2 guard Reactor Patrol Vehicle 

in 2 switt takedown. Run up Threat Level: 

the short ramp, turn left. and === The initial corridor has a large Medium 

shoot the guard captain in the window overlooking a larger Additional Information: 
back from range. This is your hangar holding a Firespray Blasters ineffective. Use 





missiles only. = 


final bounty. : that’s ready to be stolen! 
Around six guards remain in 
this corridor; head right at the 
four-way junction. 












Immediately run to the side Find a fuel pack in one corner, 
of the hangar and seek cover. and a missile in the other. Both 
Neutralize all guards in the respawn, so return to reload. 
The corridor ahead is long so nearby vicinity, and head to Then turn, blast any other 
check the map to avoid getting the far end of the hangar, guards you see, and quickly 
toward the Firespray. switch to your missiles. 


lost. At the first junction, take 
care of the guards, and watch 
out for reinforcements behind 
you. Then either continue up 
the corridor, or turn right and 
head through an unlocked door. 
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(especially the heavy one 


Hw E h | > you picked up at the mission 
start) are also excellent. 





After some expert blasting, 
and avoiding more guards, the 
RPV finally teeters and then 
falls into the main opening in 
an explosive reactor fire. Now 
is Jango's chance to escape. If 


Don't forget to check the cargo: Only he could find a spacecraft 
bay of the Firespray for a : tO Scape In.... 


































The plan is to take out the 


RPV's twin blasters, and each  : Mandalorian rage. Use this 
requires two missiles. Fire off only after you spot a missile 
one, use the numerous crates : firing your way, or when 
and docking equipment as : you're fully loaded and want 
cover, then fire again. Stay ? to face the RPV and quickly 
out of range of the blasters, ? demolish its weaponry. 

and the RPV soon yields to : 

your force. 





The guards continue to arrive, 
7 : so blast the three arms and 
However, the RPV also has ? the dual-blaster arms quickly, 





three long arm-like with as much firepower as 
protrusions that rotate possible. Hide behind scenery 
around its central body. Blast and secure one end of the 
these as well, ideally with hangar. Stay away from the 
missiles, but blasters RPV to easily avoid its shots. 


The Firespray zooms out of the docking hangar and : Another transmission appears—a riot has broken out on the 
immediately swings around with Jango at the controls. Two : prison Montross chuckles as he realizes Jango is stil in the 
missiles streak out from its lower bay holders and begin a : game. Meanwhile. on the Firespray Zam Wesel introduces 
massive firestorm inside the hangar. The ensuing explosion : herself, and a heated argument over the subtieties of extrt 
obliterates the remaining Firespray police vehicles. : i i 





A 
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Back on Montross’ ship, an angry bounty hunter realizes that Zam marvels at the Firespray The correctional authority wont 


Groff Haugg lied to him, and no death stick traffic is in the = hunt her down. as Jango has disconnected the ship's 
system. Smugglers with death stick knowledge still exist and transponder. Jango preps for lightspeed and blasts off into 
Montross’ ship computer plucks the name Bendix Fust a the stars, with Zam firmly strapped to her seat 


prisoner on Oovo IV. 


=== A Tense Partnership === 
=< LVANV GX 7LAVTIN=10 


















Siowing down after the jump from lightspeed. the ship sails - From there, Zam must attempt to woo Sebolto into letting the 
past one of the moons of Malastare and swings into the : Dug king allow her to stay, while Jango makes it through the 
planet's upper atmosphere On board the Firespray Zam : jungle to the canyon near Sebolto's lair. Zam must find a way 
wants to know how the bounty's being split She is to deliver = for Jango to cross the ravine. 
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Jango has other plans. and Zam thinks he's working another : Sebolto's Dug brethren will confiscate Zam's weapons, so 
job and wants in on the deal Jango informs her she's lucky : Jango will cover her. Zam is worried that Sebolto won't allow 
she hesn't been dispatched earlier; she's only here because she her to stay, but Jango tells her shell be charming, a 

might be useful _ if she does as she's told The plan is to drop backhanded compliment that settles well with Wesell. 

Jango in the jungles outside the compound. 


=I§ Jungle Trek 


Mission Objectives 





Population Scanner: 
Online. Entity Chart Accessible. 





SCURRIER 
- a 
ZAM WESELL 


me STAR.WARS , Prima’s Official Strategy Guide 
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Jango Equipment Status: Online 


Available Acquired during 
Equi Initially? Mission? 
Jet Pack Yes No 
Fists Yes No 
Westar-34 Twin Dual 
Dallorian Alloy Blasters Yes No 
ID Scanner Yes 
Gauntlet Whipcord (Snare) Yes No 
Gauntlet Dartcaster Yes No 
Gauntlet Flamethrower Yes No 
Thermal Grenade Yes No 
Sniper Rifle Yes No 
Jet Pack-Mounted Missile Yes No 
Cluster Missile No No 
Turret No Yes 
Heavy Blaster No Yes 
Grenade Launcher No 
Blaster Rifle No No 
Jango Fett Powerup *t. 
and Pickup Status: Online 
Acquired during 
/Pick Mission? 
Bacta Fluid Vial Yes 
Bacta Fluid Crate Yes 
Sniper Rounds Yes 
Toxic Darts Yes 
Thermal Grenades 
(one or three) Yes 
Standard Missile Yes 
Cluster Missile No 
Jet Pack Fuel No 
Mandalorian Rage Yes 
Jango's Gear No 


Map Location 
Display Guide 
oe i 
Ledge to hidden items 
Route to fallen tree ag 
Guard tower stopping point 
Sebolto head, to tunnel 
Upper ledge to feather 
Rock near first building 
Elevator to knife 
Right side ladder to rooftops 
Left side ladder to rooftops 
Left building to land on 


1 
2 
= 
4 
5 
6 
t 
8 
9 
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Debriefing Information 

The planet Malastare is famous for Podracing, 
as well as for its unique climate. Coid, rocky 
terrain and flammable seas of gas cover most 
of the surface, but pockets of dense jungle and 
streams of crystalline water line the equator. 
The jungles are ruled by underworld crime 
lords like the Dug king Sebolto and his personal 
army. not to mention vicious creatures and 
ferocious beasts imported for keeping out 
unwanted guests. 





Mission Overview 


This is certainly a trek to remember— 
Sebolto’s Gran and Dug thug contingent are 
supplemented by vicious catlike beasts, 
called nexu, that leap and pound, tearing at 
you with venom. Fortunately, a single dart 
puts them to sleep. Use your sniper rifle, and 
watch for dive-bombing skeetos. The Gran 
township, under the earth, has the largest 
congregation of thugs since Oovo IV; you 


must seek high covered rooftops to survive here. Finally, take a skiff to a final 


set of buildings, and help Zam across to a skiff-summoning point. 





passage between two rock 
walls. Run and pass through 
the Mandalorian knife 
continue point. 


usually reacts to the nearest 
being, jumping and mauling it. 
Sometimes this is you. Switch 
to your dartcaster, and hit it 
with a single toxic dart before 
it reaches you. 





“ese 


who has 


Sometimes, the nexu spots 2 
Gran in the clearing ahead of 
you, and leaps in to attack 
him. You cannot allow the 
nexu to tear this Gran apart, 
as he's your first bounty on 
this mission. Run in and 
attract the nexu. 
















Secondary Bounty 


Target * 


Bounty * 


Recommended 
Takedown Tactics 





Ahead is a swamp with 
mounds that hide Gran thugs. 
Drop down to where you 
bagged your bounty, and 
bring out the sniper rifle. Tag 
three from range, pointing at 
the middle of the swamp. 
Then run in with your blasters. 


After you tag the weakling 
Ukon Eyste, move to the right 
wall, climb up the ledge (Map 
Location #1), and follow it to 
an alcove where the remains 
of a nexu meal lie next to 
missiles, grenades, and sniper 
bullets. Take it all! 
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Secure the area to prevent the 
enemy from sneaking up 
behind you. In the water, near 
the broken tree (Map Location 
#2), blast four more Grans. 
Don't climb onto the tree, as 
you're spotted by everyone! 










Name: Byhdee Kees 
Wanted 
Alive: 3,000 Credit 
Dead 
Species: Grar 
Sex: Male 


Homeworld: Hot 


1,500 Credit: 


Known Affiliates: Ravir 
Last Known Location: M 


Originator: Coru: 


€xpected Target Reaction 








Take care of the thugs on the 
ground, then boost up to the 
base of the fallen tree. You 
may have been shot at by a 
missile launcher-wielding 
Gran. He's up on a narrow 
alcove in the right wall. Snipe 
from a distance, or boost up 
and blast from the alcove. 





Take his missiles, take care of 
the Gran in the narrow groove 
below the alcove, then mop 
up any more Grans around the 
fallen tree. Now move on, 
looking right until you spot a 
lone Gran walking on a ridge. 
This is Byhdee Kees, 2 
smuggler and bounty #2. 





Recommended 
Takedown Tactics 








TIP 


Any time you se 


blaster fi 





Kees is near four Gran 
warriors over the ridge on 
lower ground, so mark Kees 
and blast through with speed 
and precision. Snare Kees, 
then bring out your dartcaster 
and investigate the cave. Boost 
away from the leaping nexu-. 





ook ahead to 2 
shooting green blester fire at 
you. This is bounty #3, Kram 

2 m a 


v0 < 


Plug the beast with a single 
dart, then head inside the cave 
it bounded from—this nexu's 
last meal also carried 2 load of 
ammunition. Take the bacta 
fluid vessels, darts, grenades. 
and missiles, then continue 
along the ravine. 





Boost out of the cave, head 





down the vailey, and run 
through the Mandalorian knife 
continue point. Then boost up 
onto the left rise, just in time 
to avoid Gran blaster fire. Dea 
with the Gran up here. Use the 
height to peer ahead. 









A guard tower lurks in the 
gloom. At the base are two 
Grans near a fallen log. Blast 
these two saps from th 
with a sniper rifle or blast 
Then boost around the bac 
of the tower, to the ladde 
and wait a moment (Map 
Location #3). 





Secondary Bounty 


Target *: 003 


Recommended 
Takedown Tactics 


wandering about the pathway. 
the patch of grassy 
ding to a large 
ake clearing. Run 
e Mandalorian knife 


Take cover behind a tree or 
rock, and take out the two 
Dugs standing on the grassy 
knoll ahead on your right. Tag 
a second Dug near the mound 
and the right wall. Don't shoot 
at the turret ahead, as the 
shots will be deflected. 


Scurry to a close hiding spot 
and take care of another 
Dug. Use blasters if sniping 
isn't working. Bring out your 
dartcaster and investigate 
the overhanging tunnel on 
the left. 


Homeworld: Malastare 
Known Affiliates: Jaw-kne 
Originator: Brine E 

Brief: Informa 
Expected Target Reaction: 


a 


Use the dartcaster to floor the 
nexu, then take the darts and 
bacta fluid vessel from an 
alcove inside the cave. Now 
run out of the cave and along 
the foot of the cliff to avoid 
the turret's fire. 


Round the corner, and blast a 
Dug in the swamp to your 
right. Another turret on a 
second cliff lets rip. Boost 
directly underneath it to avoid 
the gunfire. Then turn right 
and defeat the Gran behind 
the rock and one at the base 
of a ramp. 


Secondary Bounty 


Target *: 004 
Bounty *: 074 


Extremely manipulative and 


Recommended 
Takedown Tactics: 


out 


blaster rounds 
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Follow the ramp to the top of 
the second cliff, and deal with 
the three Grans up there, 
including the turret-firer. 
Collect the grenades, sniper 
rounds, and bacta fluid vessels. 
Then stop by the turret. 





The turret isn't the best way to 
deal with the Grans atop the 
first cliff. Instead, bring out your 
sniper rifle with your newly 
acquired bullets, and take out 
the Grans from this vantage 
point. Then drop down, and 
boost up the cliff steps. 





One of the Grans has a missile 
launcher, so beware if you're 
trying to attack at blaster range. 
Look to the skies for a skeeto, 
which dive-bombs you. Blast it 
before it knocks you over. 





Move toward the door with the 
giant carved Sebolto head (Map 
Location #4), and get ready to 
tackle three Grans. Then boost 
inside, follow the covered 
corridor to the right, through 
the Mandalorian knife continue 
point, and out the other door. 


Official Strategy Guide 





You appear at the base of 2 
forest, with giant trees shooting 
up into the sky. All of these 
have circular ledges containing 
Grans. As you venture closer, 
you're spotted. Run right, and 
take out the Gran at the base of 
the right tree. 





Continue around the right side 
of the glade until you spot a 
guard tower, and boost up to 
the ledge halfway up. Blast the 
Gran hiding inside the tower, 
and steal his bacta fluid 
vessel. Then boost to the top 
and demolish the Gran. 





At the top of the guard turret, 
use this weapon to blast the 
Grans on the tree to your left 
and right, or unpack your 
sniper rifle. Then boost over to 
the left tree and onto the 
circular ledge, making sure 
both Grans are downed. 





Back on top of the guard 
tower, turn right, and boost to 
the right tree platform along 
the right wall, dealing with 
both Grans. Again, the sniper 
rifle works well. Then turn and 
boost into the square alcove. 


Secondary Bounty 





fluid crate and more sniper 
ammunition, as well as a Gran 
named Seed Machees (bounty 
#5). if he isn't here, he's 
dropped down to ground level. 
Find him and reel him in, then 
boost back to the platfor 





From the right-side tree 
platform, wait for an incoming 
Malastare skeeto to zoom in 

and blast it immedia 
Otherwise, you'll be knoc 
off your perch and m 
retrace your steps. T 
both Grans on the tree ahea 
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d check the building below 
u. Focus your sniper rifle 

n the right upper windows, 
nd take out four or five 

ns. Then drop down and 

ve to the doorway on the 


oO 


o< oo Ww 


ou 


23 0 
003 










r weapon of 
ning them with 

ver works well. 
r, take the 
the doorway 
. Head up the 


Take the bacta fluid vessel and 
the sniper ammo and press 
the large control switch. This 
opens the doorway under the 
Sebolto head for around 10 
seconds. This is enough time 
to exit the building and jet 
across. 





Move through a second 
doorway, and out onto a 
series of grassy ledges 
overlooking a waterfall. Torch 
the two nearby Grans, then 
bring out your dartcaster, and 
boost left, over a rock. Turn 
left, and dodge a nexu's 
pounce. 





Bag this big game with a dart, 
then take the bacta fluid vessel 
and grenades before emerging 
into the sunlight. Boost atop 
the rock, and aim your sniper 
rifle at the two Grans on the 
tree platform ahead. Or, boost 
there and burn or dart them. 


along the right wall. As the 
wall gets narrower, you can 
hang from the ledge and 
move hand-over-hand around 
the corner. However, you're 
susceptible to enemy fire. 





Instead, boost around the 
corner, and land on the large 
grassy ledge. Tag the Gran 
shooting from the ground, 
and boost vertically onto the 
right roof portion of the 
building. Here is a Gran. 
Make sure he falls. 





Deal with another Gran ona 
lower roof, and two in front of 
the doorways as you land. 
Then boost toward the ladder 
and climb it to the guard turret 
carved out of the rock. 
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Last Known Location: M 


Originator 





you've attracted the 


across the way, 
boost there. 





On the turret is a Gran. Dispatch 
him from behind, steal his bacta 
fluid vessel, and optionally arm 
the turret and fire it at the 
building across the river. When 


attention of the Grans 















Land, tag a Gran on the 
ground, and move around the 
building's right side. Exit to 
the underground tunnels of 
Sebolto's lair by entering the 
door in the far right lower 
corner. Deal with two Grans, 
then fall down the 
orange pit. 











Launch up onto 


1 rock, then 
onto the roof of the 


5 
nm 
U 


Duk 


















For complete Gran 
destruction, exit through the 
interior door, tag two more 
Grans, then boost upward and 
take care of four more. Use 
the doorway to exit onto the 
roof balcony, and mop up any 
remaining Gran. Enter the 
house from the main front 
door, collect the bacta fluid 
vessel, and run back through 
the interior door, and drop 
down into the pit. 


At the pit base, run over the 
mesh bridge, taking care not to 
fall into the bottomless chasm 
on either side of it. Zam radios 
in, announcing she's managed 
to wangle a dinner out of an 
impressed Sebolto. She's in 
her “freshening room.” 


Move into the room with the 
monolith and the pool, and 
wait for a Gran to come 
running in from the outside. 
Another appears. Take him 
out, and run into the open 
river area. Peek out from 
behind the rocks on the left 
side (Map Location #6). 


Use the cutting torch to burst 
into the turret room, and 
surprise a Dug with a sniper 
rifle. Blast him quickly (or 
use the flamethrower), and 
pick up the grenades and 
missile. Now cut open the 
opposite door. 


Lob a grenade into this room, 
take out the Gran, then grab 
the sniper rounds and bacta 
fluid vessels. Search the wall 
next to the cut hatchway and 
press the control switch. The 
alcove door opens. 


the rocks, making sure 
n cover to avoid the 
St to the steps, and 
m to the alcove at 


This prevents you from being 
blasted by turrets. Turn, and 
teke care of any Grans (there 
are around three), and 
optionally snare the bounty. 
Then inspect the right grating 
in this alcove. 





Immediately, blast the two 
Grans, and step into the stone- 
walled chamber. Take the 
bacta fluid vessel and run 
down the passage through the 
Mandalorian knife continue 
point. As you reach it, you see 
a second knife high on a far 
alcove (Map Location #7). 


A congregation of Grans is to 
your left, inside and on top of 
a building. You've got a turret 
to worry about, so use the 
rocks as cover, then boost up 
to the roof ledge and blast it. 
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Turn and boost up to the top 
of the building, where a lone 
Gran fires at you. ID scan this 
Yado smuggler (bounty #10), 
then snare him before 
dropping down to the ground 
and locating an unlocked door. 


At the ground level, boost 
around to the right side of the 
building, head through the 
door, into a sitting room with a 
possible Gran inside. Move 
through the doorway into a 
second ground level room, and 
blast or torch two more Gran. 


Boost up, onto the balcony, 
and take care of another Gran 
(or two) before you collect the 
sniper rounds and bacta fluid 
vessel. The final Gran was 
guarding a door release switch 
that also lowers the elevator 
leading to the upper alcove. 


With the switch pressed, head 
out of the upper door, down 
onto the ground, and run to 
the elevator as it descends. 
You cannot boost up to the 
alcove. Land on the elevator, 
ride it up to the alcove, and 
pass through the Mandalorian 
knife continue point. 


Through a doorway, you 
appear in a small town. 
Masses of Grans (plus a few 
Dugs) conspire to impede y 
This is a difficult area to move 
through. You're heading for 
the ladder directly to the left, 
at the back of the courtyard. 


However, clear the area first. 

Zam is heading up the 

cliffside, giving you p' 

time. Boost out, bla 

couple of Gran, and v 

you're overrun, try run 

into the door 

building to your lef 

a Gran. Blast him, then move 
erior ladder. 


ehind a door to a small 
upper room are a Dug and a 
sniper rifle. Collect more 
sniper rounds and bacta 
d vessels, then look out at 
f ; ilding 
te from this location. 





From any roof you like, begin 
taking out the massing Grans 
on the ground level. Sniping 
them from a rooftop is easy 
and satisfying. 


You can also dash into the 
lower building ahead 

and left of the entrance 
door, grab the 
Mandalorian rage, and 
start some vicious 
beatdowns. However, 


this wears off! 


Finally, try lobbing grenades 
or missiles down to congre- 
gations of Grans to clear 
multiple victims in a single 
blast. When only one or two 
Grans remain, drop down and 
search the middle and left 
buildings. There are always 
one or two Gran in 

these abodes, with 

more appearing 

constantly. 
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When you've finished 
collecting items, boost to the 
ladder on the left side of town, 
and climb it (Map Location #9). 
Or, boost across the rooftops 
to this area. At the ledge, blast 
the Grans in the narrow room 
ahead, then look onto the roof 
for Aycee Lameers, the death 
stick addict, bounty #13. 










Name: Ree 
Wanted: 


Spe 


Homeworld: M 

Known Affiliates: ! 

Last Known Location: M 
Originator: Ar 

Brief: Brother of ! 


€xpected Target Reaction 








After you tag and bag this 
bounty, drop into the hole on 
the roof he was standing on. 
You appear inside a room with 
a Gran, bacta fluid vessels, and 
two metal gratings. Torch the 
Gran and cut open a grating. 





One grating leads to a dead 
end and a Gran confrontation, 
but the other allows access to 
a stone chamber with a Dug 
sniper. Take him out, collect 
the sniper rounds, and press 
a control switch. A door 
slides open. 


|S as 
Inside a grassy tunnel, Diast 
the two Grans standing near 
the death stick crates, and teke 
the bacta fluid vesse! from the 
corner of the chamber. Then 
run to the left curved wall to 
avoid turret fire from 
building ahead. Zam asks you 
to hurry; she doesn't want 2 
date with Sebolto! 





Boost to the building's right 
side, hiding from the turret, 
and blast the investigating 
Grans. Head inside the open 
door around the corner, and 
lay waste to around six Grans 
inside and a couple more in 
the courtyard. 





Boost up to th 
and take the m 
bacta fluid ves 
and boost upw 
behind the turret, a 
care of the firer 
continuing arou 
ledge. A Gran firing 
blaster bolts ai 
scan this reprobate 
Reek Payvees. the v ess 
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© top of the second building 
holds a small room with a 
Gran inside, while the first 
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Secondary Bounty 













Sssy outpost 
. ihen boost 


Tag the Gran on the turret, 
t the sniper rounds, and 
hem from this vantage 
int. Tag the missile- 

nching Gran on the right 
ding balcony roof, and 

€ on the ground. The 

e works just like a 
dartcaster in melee 


combat. 
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Find sniper rounds inside the 
right building and on the roof, 
along with missiles, a Gran, 
and a Dug sniper. By this time, 
Zam attempts to move across 
Sebolto's base, and radios in 
to let you know. Instantly 
boost to the next circular 
platform, on the opposite side 
from where the Mandalorian 
knife continue point is. 


Objective *1 





Zoom in on the Dug village 
below you, and blast the Dug 
that comes out of the door, on 
the left, near Zam. Don't blast 
Zam! The sniper rifle is the 
only weapon you need. Zoom 
out slightly, keeping Zam in 
your sights until she walks 
behind the boulder. 





On the other side, a Dug 
appears from the door behind 
her. Tag this ne'er-do-well, 
zoom out, and follow Zam as 
she walks on the other side of 
a guard tower. Look for her on 
the other side, and a Dug 
advancing from the right. 





Deal with that Dug and 
another coming in from the 
left. Zam reaches the skiff 
controls, and another Dug 
comes in from the left. Snipe 
all these scumbags, and Zam 
releases the skiff, sending it to 
you. Jango walks onto it, and 
rides the vehicle back to Zam, 
where the assault on Sebolto’s 
compound can really begin.... 
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Jango Equipment Status: Online 
Available Acquired during 


o 


es 


Westar-34 Twin Dual 
Dallorian Alloy Blasters 


Gauntiet Whipcord (Snare) 
Gauntlet Flamethrower 


Grenade Launcher 


Map Location 
Display Guide 
ae ee 
Cliffside ladder 
Ramp (bridge) 
Bottom hut to boost from 


Entrance door 
(under covered overhang) 


Bridge cables 



































Mission Objectives 


. Help Zam cross chasm 








. Help Zam ascend cliff 





. Help Zam across waterfal 





. Open door for Z 














Bacte Fluid Crate Yes 
Snipe Rounds Ss 
Toxic Darts Yes 
Thermal Grenades 

fone or three) 2s 
Standard Missile Yes 
Quste Missiic No 
Jet Pack Fud No 
Jango's Gear No 


Population Scanner: 


Online. Entity Chart Accessible. 





DUG 





Debriefing Information 


Far outside the influence 





secret death stick man 


compound is accessible only by skill, 


Mission Overview 


Your audience with the Dug king doesn't go quite as expected, as he’s locked 

n a huge compound at the far side of a precarious series of bridges. Before 
you reach here, you must climb a cliff and dispatch a Dug, boosting over a 
ramp to locate a switch and lower the bridge. Then you must boost vertically 
+ wall (it pays to replenish your fuel!), waiting for a door Zam can 
open (after summoning an elevator), then hand-over-hand maneuvers over a 
intense combat to gain entrance to a circular pit building, and finally, 
the trek across the bridges. Skill with the sniper rifle, being cautious as you 
move, and checking ledges around you for enemy missile or sniper thugs 
re the keys to completing this compound breach. 








near the entrance to 2 rocky 
mountain climb to Sebolto's 
air. Zam is still worth more to 
alive than dead, and 
mentions a secret passage 
that allows access to the lair. 
ngo gives the sniper rifle to 
1, and both bounty hunters 
its. 
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Zam secures the area ahead. 
Follow her and watch her 
back. Move forward, and take 
care of the Dug on the ledge 
halfway up the guard tower. 
Then drop down, and clear the 
two houses of Dugs. 





Mane ahead of Zam, up the 
rocky path, and use the rock on 
the left as cover, then blast the 
Dug up ahead of you. Boost 
over to the building with the 
roof hole and drop down and 
surprise two more Dugs, or 
wait for them to open the door. 
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PROTOCOL DROID 
PROTOCOL DROID 


of Pixelito City, Sebolto commands an army of Dug and Gran thugs to protect his 
wfacturing business. Built into the rocky outcroppings along the jungle's edge, Sebolto's 
or with permission from Sebolto himself to land a speeder or starship. 


boost up the two rock “steps” 
near the cliff edge. Turn around 
to spot the cliff-side building 
and Dugs and the ladder (Map 
Location #1). You're open to 
attack if you climb it. 





Boost over and quickly deal 
with the four Dugs here. One 
hides in a tunnel to your left, 
which leads to your first 
Mandalorian knife continue 
point. Find bacta fluid vessels 
to the right of the cliff-side 
building. 





Jet vertically out of the roof and 


ASTROMECH 
ASTROMECH 


PROTOCOL DROID 
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Zam has reached the 
checkpoint and starts tagging 
Dugs. Boost past her, into the 
bottom of a huge ravine, and 
clear the three houses on the 
left of the Dugs. Simple flying 
and blaster fire work fine. 





Up ahead are two Dugs. Blast 
them, and check the right cliff 
ledge for a death-stick dealing 
Dug. Silence him after dealing 
with the other Dugs. More 
may drop down from this 
ledge on the right wall. 
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Zadalgo 


e: 5,000 Credits 
2,500 Credits 


Will engage in combat with 
Dugs on this ledge 


€3 


Boost onto the square rock 
and up onto the ledge. Some 
Dugs mill about on the 
ground. Blast them. Using the 
ladder allows the enemy to 
blast you without you being 
able to retaliate. 


Official Strategy Guide 


The massive drawbridge up 
ahead needs to be lowered 
(Map Location #2). Alas, Zam 
has no jet pack, so she can't 
help until you drop it, and you 
need to gain height to boost 
over the top of it. Turn right. 


Follow the ledge path away 
from the drawbridge, to a 
flimsy bridge linking you to 
the upper ledge on the left cliff 
face. Boost along, and blast 
the Dugs on the other side. 


Venture between the two 
buildings, and grab the 
grenades and bacta fluid vessel 
before returning to the path and 
taking apart three Dugs near the 
far building. Then hait and check 
the outrageous art critic on the 
ledge ahead. That's bounty #2. 
Enter the roof of the nearest 
building and blast Dugs inside. 


Pass the trussed up Dug, and 
cross a second bri 
reinforcements 2 

the left ledge you jus 
through so stay on th 

Cross the flimsy br 

inspect the highest right 
possible. 


Dug as you land, then turn 
and face right. Another upper 
alcove lies ahead, with 
another Dug: bounty #4. 


Look up the cliff face to 
see where you must boost. 
Avoid misplacing a landing 
and falling back to the 
ground! Make each boost 
with a full jet pack. 


tand on the second alcove 
roof and boost upward. Grab or 
land on the ledge, then move 


to the left, checking upward to 
see a narrower ledge. 


<< % k = 
Grab this narrow ledge and 
move hand-over-hand, 
jumping the gap. For an 
easier time, boost left and 
upward, and land on the 
larger piece of ledge at the far 
side. Don't overboost, as this 
ledge is tiny! 


Wait for your jet pack to 
replenish, then turn right, 
boost vertically up, and look 
for another covered alcove 
guarded by a Dug. Fire at him, 
then land on the platform, and 
watch out for fire from above. 


punoduwioy so.j0G32G 
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Boost onto the grassy ledge, and 
onto the cut stone platform with 
the ladder and building. Blast or 
throw a grenade at the 
assembled Dugs, and wade 
through the Mandalorian knife 
continue point. 


Move onto the building, and go 
inside to claim a bacta fluid vial. 
Then drop onto the mesh ledge, 
and find the control switch by 
the metal lift. Press it, and the 
lift descends. Zam gets on. 


Name: Jahrunba 


; \Ffiliates: Dug br 
Nahrunba, Sahrunba 


=f: Or 
ialielparcialt 


1 @) by (an th ae 
Completed! 


Zam now rides the 
elevator up, moving to an 
entrance in a Dug covered 
doorway above your 
current position, which you 
Felg-MUlgt-|e)(- cole) s\-tm me) | (o) 
the walkthrough to learn 
its location. If you don't 
telco) em it-M tiem Zeltme-lilsie) mee) 
much farther. 


Boost above the building and 
onto the sloping narrow ledge 
above. Turn right, and work 
your way up the ledge, taking 
care of the Dug firing at you. 
Keep moving to the far right 
of this ledge, ignoring the 
ledges above you. 


This area of the cliff face is 
optional. Boost up to 
another narrow ledge, turn 
left, and boost to a covered 
platform, destroying the 
Dug on it. Wait for a full jet 
pack, then boost righi 
again to another platform 
on the same level. This is 
as far up as you can go. 


alcove bel 
and items, 








Locate the opening in the left 
side of the cavern, near the 

ledge, and run through into a 
campfire-tit chamber. There's 


no need for finesse or ID 


First, boost vertically up to the 
top of the quard tower, and 
look at the grass ledge above 
you. Two Dugs are waiting for Known Affiliates: S 


Last Known Location: Jun 


you here, one with a sniper 
scanning, just blast the 


six Dugs. 


rifie. Replenish your jet pack. Originator: M 
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Boost onto the ledge, to the left 
As you ascend the ladder, and if possible, and mark the 
farthest Dug—he's bounty #7. 
ledge surrounding the Blast the first Dug, snare the 
fire ground, Zam follows second, take the bacta fluid 
turns nght, and heads vessel, then boost back to Zam. 
exit. Mop up the Dug 
stragglers, and follow her. 


Gnore the Dugs that appear. 












Boost halfway up the guard 
hold of the rail, stand on the tower, blasting the Dug on 
rail (continue to move until : the ledge, and boost again 
you fall and grab it), or miss it : onto the top of the tower. 
completely. If you miss, : Move to the control switch 
immediately boost vertically and press it. This sends the 


up, or you'll plummet to a rail barge over to pick up 
watery demise Zam, and brings her back. 





You usually drop and grab 





tunnel, ' f 
ends in an unlocked door. 
appear, walking through 2 
Mandalorian knife continue 





Return to Zam, blasting any 
more Dugs, and land on her 
mesh platform. Turn toward 
one of the two rails linking the 
two cliff ledges, and walk 
directly onto the rail. 


1 @) by (en 0h ae 
Completed! 


Move hand-over-hand along 
either rail to the other side. 
When you reach the rail barge, 
boost vertically and land 
firmly on it. Then boost onto 





Ignore Zam while this occurs, 
: and turn left. A Dug sniper 
the grass. : attempts to attract your 
attention. Launch a missile at 
him, or boost up and over to 
his covered platform and 
blast him. 


p Location #5), on a 
ey platform linking the 
a 


rd towers on either 
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This Dug guards an open door, 
leading into a tiny Dug dwelling. 
This is the home of the Twi'lek 
dancer-stealing Dewanga, who 
got on the wrong side of Gorga 
the Hutt (bounty #8). Mark him, 
then view his Podracing 
memorabilia. 


Collect the missiles, grenades, 
bacta fluid crate, and the 
Mandalorian feather from this 
room. Emerge onto the covered 
platform, and boost back to the 
guard tower with your gains. 


=: Dewanga 
=: 3,000 Credits 


1,500 Credits 


4: Malastare 


Sebolto 


Malastare 


Gorga the Hutt 


A known slaver, this nefarious 
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Secret Objective 
Completed! 


Take out a Dug on the grass, 
then move to the far left end, 
climb up a ladder, and land on 
a narrow grass ledge. Follow it 
to the right, as it curves 
around the cliff face. You 

reach a small settlement. 


Around three Dugs await. Tear 
them apart with your blasters, 
then boost or climb up the 
ladder in the far wall. This 
leads to a small door. Crouch 
and move through to a stone 
corridor. 


(Px 2 
This opens up onto an 





Gorga the Hutt's personal Twi'lek danc 


two Dutidi 
sky, and 
hides of aro 
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void the tower 
g. Land 
guard towers to 


Turn and deal with around 
three Dugs on the ground, 
including one hiding behind 
the right tower. Next, boost up 
o the left tower roof, tag the 
Dug with the heavier green 
weaponry, and do the same 
on the right tower. 


Stop at the roof of the right 
tower, and look behind you, 
toward the long upper rocky 
bank between the tower and 
the bridge. Bring out your ID 
scanner, and check for a Dug 
on top of this rock. This is the 
final brother, bounty #11. 


The main Dug ceremonial 
building is just ahead. Locate 
the switch to open the door, 
letting Zam through. Boost 
from a tower roof through 
the open door above the 
main one. 


A Dug waits for you inside; 
blast him, then wait for a 
second Dug to enter. Position 
yourself so the Dugs inside 
can't shoot you. The second 
Dug coming in from the left 
(he may charge you in the 
initial doorway) is bounty #12. 


Turn right. The circular 
balcony near your starting 
doorway also holds a second 
bounty, the nefarious death- 
stick smuggler Rogh'ma Ixsan 
(bounty #13). Mark him under 
fire, and coax him into a small 
chamber to snare. 


aminiome|celelare miele] 
vel enemies, locate 
from the right tower, 
and engage with 
ch he doesn't 
| into the ravine! 
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Continue shooting Dugs along 
the balcony, moving right from 
your starting antechamber, 
until you reach a gap in the 
inside balcony. This is the top 
of a ladder leading down into a 
large central pit. Drop down 
here (Map Location #8). 


Patrol the lower balcony, 
blasting a couple of Dugs, then 
descend the ramp to the pit 
edge itself and neutralize four 
more Dugs. You can't miss the 
large control switch to the right 
of the main door. Press it. 
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Objective *4 
Completed! 


Jango strides through the 
opening door, meeting Zam 
and requesting the location of 
Sebolto‘s main chamber. She 
describes it and states she’s 
coming with Jango. Fett 
orders her to stay with the 
ship, takes the sniper rifle 
from Zam, and walks off. 


Take the sniper rounds in front 
of the control switch panel, 
and boost back up to the 
ladder leading to the upper 
balcony. Boosting over the 
large pit and then falling into 
it isn't recommended. 


Plug away at any Dugs on the 
upper balcony, and boost to 
the antechamber doors on the 
opposite side of the ladder. 
This is the only area with an 
open door leading to a bridge- 
From the far side of the 
bridge, blast the two Dugs. 


Charge over the bridge, and 
move to the contro! panel to 
the right of the door. Press 
the switch. 


Take any bacta fluid vessels 
nearby, enter the door, move 


Secondary Bounty 


Known Affiliates: Pixelito Pupp 
Last Known Location: Jungies 





" platf 
the sniper rounds an t 
fiuid vessel here. Locate the 


@ sniper shot and 







urn left, and view the 
ri . On the other side is 
the second island platform. 
Two Dugs guard it; locate 
them with your sniper scope. 
Venture onto the bridge a 
few steps if you can't see 
them. Fire. 





Target =: 014 
Bounty = 099 


Recommended 
Takedown Tactics: 


first Dug, and a second 
o Ss to his location. Tag 
him, then cross the bridge. If 
you go in without dealing with 
these Dugs, they'll open fire 
and drop grenades, breaking 
the bridge fioor. This is 
extremely dangerous, and 
each island's Dugs do this. 





Take the bacta fluid vessel, 
missile, and sniper rounds 
from this second island. Turn 
left and take out the missile- 
launching Gran and the Dugs, 
turn right and face another 
bridge. Take a couple of steps 
forward, then zoom in and tag 
the nearest Dug. When the 
second one moves in, bring 
out your ID scanner—this is 
bounty #14! 


Simply snare this bounty, then 
look left to a cliff face corner 
(from Map Location #9). On a 
ledge overlooking the island is 
a Dug with a missile launcher. 
This can prove deadly to you 
and your bounty. Zoom in and 
tag him immediately! 





Move onto the island 
platform, face the next bridge, 
and bring up you sniper rifle 
to zoom in on Dugs standing 
atop the cliff on the left and 
right of your location. Then 
move onto the next bridge. 





Carefully edge across the 
bridge, bringing your sniper 
rifle up until you spot another 
Dug on the far island. Blast 
him, then prepare for a 
firefight. Dash to the island, 
and plug the second Dug with 
a non-zoomed sniper shot 
(this is an instant takedown). 





Two Dugs on guard towers 
fire at you. Run around the 
island, collecting bacta fluid 
vessels and sniper rounds 
(two sets), then pass through 
the Mandalorian knife 
continue point. Aim a missile 
at the left guard turret. 
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Run down the bridge to the 
main compound, and boost up 
to avoid a grenade thrown by 
two Dugs. If you fall through the 
hole the grenade creates, boost 
forward to the base rock under 
the front of the compound. 





Use a missile on the two Dugs 
guarding the central door, then 
boost up to the left tower, deal 
with the Dug, then land on the 
tower. A Dug launches missiles 
from the alcove behind and to the 
right of you. Ignore him, or snipe 
him from the previous island. 


Name: M 
Wanted: 
Alive: 6,00 
Dead: 3,000 
Species: Dug 
Sex: Male 
Homeworld: 
Known Affiliates: S 


€xpected Target Reaction: 


Secondary Bounty 
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Boost to the top of the other 
tower, and bag your final bounty 
(#15), a wild nexu breeder 
named Mawshunba Zee. Return 
to the front of the compound 
doors. Step through into the 
massive pillared throne room. 


Ste) stm @)e) (ay — 
Completed! 





But Pe eovce a lenge Fee 





A trusted adviser to Sebolto 
realizes the infiltration was the 
work of two bounty hunters, 
and urges King Sebolto to head 
underground. He snorts 
derisively at the idea, but the 
subject impresses upon him the 
seriousness of the attack; this is 
Jango Fett! Sebolto remains 
steadfast, claiming he'll kill this 
bounty hunter himself! 


Target *: 015 
Bounty *: 


Recommended 
Takedown Tactics: 

















iT | Battle Commencement! 


Boss Battle 


Cahnakn 
2eDo0no 


Threat Level 


As combat begins, Sebolto 
stands his ground and views 
the proceedings, giving you 
time to snipe the dozen Dugs 
running about this great hail. 
Then move to the ground level, 
using the tables as cover. 





Sebolto mutters something 


and attempts to escape. Move 


to the front of the throne 


where an escape door has 
been released (Map Location 
#10). Quickly boost through 
into a pipe. You slide down 


Bring out your missile 
launcher, and fire off missiles 
at groups of distant Dugs. 
Don't fire missiles at nearby 
Dugs, or the missiles will 
miss. Advance toward 
Sebolto's throne while 
blasting any remaining forces. 












Boost up the steps behind the 
throne, and use regular 
weaponry, or darts, on the two 
Grans holding missile 
launchers. Watch their shots 
especially as you near the 
throne. Take the missiles they 
drop, and use them on the 
remaining Dugs. 


=§ The Death Stick Factory 





Map Location 
Display Guide 


Location Location 
Numbe- ; 


Rectangular ledge 
(to hang or land on) 


Valve opening 

(up from cables) 
End of conveyor belt 
(boost right) 
Platform to circular 
ledges 

End of pipe 
negotiating 

Boost to solid 
platform from here 
Rock island 


Rock tsland 


fiuo}.e4 PS YeE3Sq sUL 


Mission Objectives 


1. Navigate death stick factory 
2. Locate secret landing zone 






Finish ae : 
4. Locate gold Mandalorian feather 


icon (secret objective) 


| 












Debriefing Information 

Beneath Sebolito’s compound is a sprawling factory where the Ixetal plant is harvested and processed into 
anesthesia, spices, oils, and other legitimate products. But it is also within this factory that death sticks are 
manufactured. This dangerous concoction is produced all over the galaxy, but Sebolto has allowed the 
Bando Gora to add its own ancient mind-altering poisons to his product. 


Population Scanner: 
Online. Entity Chart Accessible. 
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Jango Equipment Status: Online 


Available Acquired during 
Mission? 








Mission Overview 


After plummeting down 2 
massive pipe (grabbing the 
Mandalorian feather and tapping 
your jet pack boosts), you must 
use the pack again for a series of 
narrow conveyor belt, pipe, and 
platform maneuvering. There's 
little room for error here, but you 
have your sniper rifle to easily 
tag the Dugs you can't engage in 
ose combat. Then you need precise boosting in the caves and a 





$y of 


full complement of missiles for another run-in with Montross. 





Once on the chute, jump and 
boost off the end. If you miss 
the balcony, try hitting the 
chute continuation hole below 
you. Miss both and you're 
! You can also land on 
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wail. 
knocks the Dug leader uncon- 
scious, and he falls down into 


s boiled alive. Don't suffer 


Bring out your ID scanner 
{optionally do this on the 
upper balcony), and check the 
two Dugs on this balcony. One 
is the part-time hitman, 
Bog"Ruhx. Tag him and blast 
both Dugs. 





Negotiating this vertical descent 
is tricky, unless you're aware of 
the multitude of dangers 
present during your controlled 
falling. Start by dropping off the 
balcony, landing on the chute 


beneath you. 


With Ruhx out of the picture, 
swing the camera around to 
see the chute hole below you. 
Jet out, drop down, and land 
on the hole. Use the jet pack 
sparingly, as you'll need it 
momentarily. 











Sex: Male 
Homeworld: 


Known Affiliates: Ruhx Clan 


Last Known Location: Ju 


Originator: Bazurkat 


Expected Target Reaction: 








Slide down the chute into 
another cylindrical chamber. 
The moment the pipe ceiling 
disappears, boost forward, 
heading left. You have only 
one chance at this maneuver. 





Boost toward a small 
protruding rectangular piece 
of metal with a winch link 
running vertically down from 
it. You can hang or land on 
here. It is imperative that you 
make this maneuver! Once on, 
turn and face the balcony. 





Recommended 
Takedown Tactics: 
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There's a tiny ledge (Map 
Location #1) at the same 
height as your precarious 
platform, and this is the only 
way to reach it. Jetting out 
from the chute, standing on 
the ends of the circular ducts, 
or boosting up from the wires 
below all end in falls. 


This next boost is just as 
difficult. Wait until your jet 
pack is full, then jump 
forward, toward the balcony, 
and at the apex of the jump, 
move forward. Do not hover 
upward or get caught on the 
pipeworks to the left. 
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You have just enough fuel to 
land on the balcony, where you 
can demolish the two Dugs that 
have been taking pot shots at 
you. Blast them with the sniper 
rifle from the rectangular plinth. 


Secret Objective 
Completed! 


Use quick bursts of jet pack 
fuel to slow your descent, and 
aim for the balcony near the 
large round black valve hole. 
You don't need to grab the 
cables, so land on the valve or 
the balcony. Blast the two 





Dugs nearby, and wait for the 
valve to open. 


Don't stand on the 
electrified mesh that 
prevents you from 
continuing downward. All 
of these cause damage 
when you land on them. If 
you touch one, boost off it, 
onto a balcony, valve, or 
up to a cable. 





Stride through the door to 

the left of the balcony, and 
inside this cubbyhole is the 
Mandalorian feather—the most 
difficult one to obtain! Take it, 
then drop off the side of the 
balcony, aiming for a wire. 


them, into another 
chute. Boost before y 
and after you're off t 


grab one of the c 


it opens, dro 


another chut 


another part of 
drical c 
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Truss Dekko up, then leap Move the camera to see the With Nebulba neutralized, Pass through the bacta fluid : 
down through the open valve three pipe openings beneath boost over to the opposite crate, then stand on the ; 
door, down another chute, and the balcony, and drop off the . balcony, land, and defeat the . conveyor belt as you're trans- 
when it opens up, boost from ledge, into the far left hole. : Dug guarding the large control : ported around a right corner, 

@ balcony straight This is silver and red, not : switch. Press the switch to : and out into a vast open 





. The drop this time is bright orange like the other release the valve door in the ? processing zone. 
two, which lead to a heat : floor. Drop through into : 
conduit and certain death. another pipe chute. 









fiuoz2e3 PAS WESC FUL 


The green murky liquid 
: : beneath the processing zone 
he correct chute, : Boost as you land on the : is deadly, so stay on the 


central valve door, then boost =: platforms ahead! As you near 
over to the balcony and press : a grinding machine (Map 

the control switch. Blast the : Location #3), boost right, onto 
Dug on guard duty. a ledge with a control switch. 


Flick the switch. 


Secondary Bounty 
Target = 


Bounty = 10 : This releases a vertical door 





on the opposite balcony. : Boost up to a round platform 
Boost over there, dispatching : above the one you're on, or 
: : two Dugs, and collect the ? use the ladder. At the top is 
Species: [ “Ame : bacta fluid crate inside. Flip : Gazuraga (bounty 
Sex : the switch in the door : 


Ge = s#5), who bet 


Homeworld Melasts : : alcove. against the 
Known Affiliates: 7 : mighty Sebulba. 
: x His mistake. 


Last Known Locatior: J 
Originator 
Brief: Like 


Blast him! 


Recommended 
Expected Target Reaction Takedown Tactics 





Now enter the factory. 
Drop down the chute after 
falling through the valve 
doorway, and land on a 
conveyor belt, moving 
through a Mandalorian 
knife continue point. Stay 
on the conveyor belt! 
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: Gazurga jet 
a : S405 : Boost across the gap to the 
: : circular ledge, and boost up : three connecti 

to the second level. Ignore : returning fire i 
the ladder. From here, you I 
can easily sni 
and a Gran st 
platforms ahead. 


circular ledge with the long 
ladder on #, thus ignonng 
the three connecting 
platforms and quickening 


your time. 


(Map Location #4). 
re of the Dug 


t snipe them. 


snipe all of the enemies 
behind the mesh wall. Or 
charge in and torch or blast 
them, leaving the bounty to be 
caught alive. 


The switch you pressed 
opened a door to a processing 
control room where four Dugs 
open fire when you approach. 
The door closes on a time- 


release, so be quick when you : 
press the control switch. ? Pass the Ugnaught innocent, 

: and boost up the ladder to an 
exit above. Take the darts and 
bacta fluid vessel, then 
dispatch the Dug guarding the 
entrance door. Exit into the 
large processing chamber. 
You're now on the opposite 
side of the grinder. 


Mark one of the Dugs from the 
platform, a death stick dealer 
scumbag and bounty #6, then 





You can lessen the battle 
damage and keep your 
sniper ammunition by 
ignoring the enemies and 
boosting over the pipes, 
ETatellare ie: Meelt]s)(-me)melantccm 
and covering the entire 


area to the circular ledge in 
Take the rounds and drop seconds. 


through the farthest grating 
into a long chemical pipe. 
Follow it down until you're 
wading through green liquid; 
stand up once the pipe’s 
ceiling is removed. Bring out 
the sniper rifle. 


Two more Dugs shoot from 
the opposite building, so 
tackle them quickly, and 
move along the pipe to a left 
corner. You may be fired on 
: from both directions by four 

You see shots incoming from ; Dugs. Ignore this, or stand 

your left. Use the scope to : and plug away. 

locate three Dugs, and hit 

each with a single shot. Then 

jump onto the top of the pipe, 

and turn right to face the 

opposite mesh building. 
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bounty #8). 
combat, and 


cal manufacturing 
patented technology 


4 
} 
j 
: : - - ’ 
ollect the bacta fluid crateand : ‘ skeet. | 

es, and pass through the: : if 


Mark after taking out all Dugs 
n the room. Target is easily 
but avoid accidentally 
19 him in combat 


int as you exit this room. 
Optionally, don't hit the 
Ugnaught innocent. The 
computer room on the adjacent 
| is empty except for sniper 
nds and an Ugnaught. 
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Drop down into the open pipe, 
run along its length, then turn 
left and drop down as the pipe 
winds across the chamber to 
the left. Optionally, boost 
across the lower pipe portion, 
landing on the right corner. 


You can shoot a couple of Grans 
through the left mesh, then drop 
down again into the pipe and 
take more sniper rounds. The 
Grans are easiest to tag when 
they crouch to fire at you. Pass 


under the pipe archway. 
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Follow the pipe as it winds 
right, left, under an open pipe, 
then left again, and finally to a 
circular ledge (Map Location 
#5). Waiting by the ledge is an 
Ugnaught named Edderon with 
outstanding union dues. Mark 
him (bounty #9) before passing 
through the Mandalorian knife 
continue point. 


Head around the other side of 
the circular platform to snag a 
bacta fluid crate, then jump 
and land on a conveyor belt 
taking you to the blasting 
portion of the factory. Head 
through the rock archway and 
turn left. 


As you enter th 
chamber, boost 
the belt below. Vi 


conveyor belt 
deposit you he 


biast of blue st 
e 


xtremety harmtul. 


ooo wv 





he platform, and 
rol room with 


tag him outside. Blast 
g flying circle- 


e far side of the 
1d take the 
fluid vessel, 


door. It 
f Dugs 


latform 
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With the initial Dugs downed, 
advance onto the mesh 
platform (after the door closes 
behind you, you cannot 
retreat), and move to the 
Mandalorian knife continue 
point. Use your ID scanner to 
pick out bounty #11; Bazurkah 
the Bog*Ruhx insul 


When you finish blasting the 
two Dugs on the wooden 
portion of the mesh platform, 
take the sniper rounds, bacta 
fluid vessel, and missile, and 
move to the drop to your 
right. Peer over the edge, 
looking for enemies below. 


from the platform above 
you aren't harmed 
mbat, then either 
three Dugs, or drop 
nd blast them. Then 
nd snare. There's big 
money for taking Yan alive! 


Drop down, ideally from the 
mesh platform near the door 
you came in from, but only 
after you use your ID scanner 
to mark the single Gran 
behind the pack of three Dugs 
(bounty #12). He's worth more 
alive, so deal with him last. 


st 
} 


Boost back up to the first 
wooden platform, then across 
to the circular wooden 
platform surrounding a rock 
outcrop. Arm your sniper 
rifle—a white beam of energy 
narrowly misses you as you 
land behind the rock. 
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This is coming from a 
frightening entity known as a 
Bando Gora foodsoldier. This 
type is a "firer“ and shoots an 
energy beam at you. Swing 
your rifle around, zoom in, 
and target the fiend, downing 
. it with a single shot. 


gs 


¢ 


— 
~& 
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ame: Garrolkah 


ve: 0 Credits 

ead: 2,000 Credits 
ES: Dug 

Male 


Malastare 
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Roz radios in, letting you know 
what these fiends are. 
Continue along the narrow 
wooden ledge ahead, on the 
right cave wall. Boost to the 
right of a stalagmite, and land 
on the narrow top of a rock in 
the middle of the mire. 


se 


— | 
Pe ea 


You're shot at from behind, so 
swing around, point your rifle 
up, and target the Bando Gora 
in the alcove above you. Take 
him out quickly, then boost to 
the second rock outcrop (Map 
Location #7, then to the rock 


ledge on the left wall. 


Boost and land on the } 
between the \ 
spiked stalagm 


=s: The Bazurkah Clan 


death stick factory 
isfore Mat elabs 


ief: All of Bazurkah's kin must die, starting w 


Will attack from a distance and 


on a ledge. Can fall off ledae 


+h him! 





prepared. A swarm of eight 
Bando Gora, plus two 
fearsome captains, appear! 














Move to view the huge island, 
and press the control switch. 
Step onto the skiff, and ride it 





Switch to your flamethrower, 
and enter the cave complex. 
Follow the path until you 
reach the cave's center, where 
i f ceremonial statues 
surrounds an elevator base. 





from 2 cave to your 
e the Mandalorian 
ando Gora are 
ey may attack you 
every direction, so be 


Secondary Bounty 





Dug onto the island. Pass through 
bounties { Use the Mandalorian rage to the Mandalorian knife 

you boost o give you time, then burn them continue point, and engage 
Gora on the right wall, to the with your flamethrower. three Bando Goras and a 
right Continue this until all Bando captain in quick combat. Use 


Gora are departed. 





Investigate the left cave 
structure, and you stumble 
into around three more Bando 
Gora. Flame them, then take 
the bacta fluid vessel and 
heavy blaster from behind the 
rocks. Use it on the stragglers 
that appear. 





The cave ahead of you contains 
a bacta fluid crate. Grab it, then 
return to the central area (Map 
Location #10) and flick the 
switch. A giant elevator slowly 
descends from above. Check its 
progress. When it lands, press 
the switch to raise it, then 
boost onto the elevator. 





Ride the elevator to the secret 
landing zone. At the top, use 
the heavy blaster to take out 
three Bando Gora firers on the 
narrow circular balcony 
around you. It only takes one 
burst to down each one. Then 
finish the four on the ground. 








the heavy blaster. 
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Jango has seen this craft 
before—this is Montross’ ship! 
Move through the circle of 
statues, then head up the 
ramp, toward the open 
docking bay, past the crates. 
Roz informs you that this ship 
brought the Bando Goras' 
death sticks! 


Objective *2 
Completed! 


This is a slaver's ship alright! 
As Jango inspects the cargo 
bay, a skiff carrying Montross 
lands on the central platform. 
Montross and Jango begin a 
war of words. After Jaster's 
name is spat out in vain, 
Jango realizes that Montross 
sold the Mandalorians out to 
the Jedi. Montross leaves in 
his skiff, preparing for combat. 
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ail | Battle Commencement! 











As the battle begins, Montross 
slowly circles you in his skiff 
at extreme range. If any Bando 
Gora remain, take them out. 
Then switch to your missiles 
(claimed more from inside and 


outside the cargo bay). 


Boss Battle 
Montross 


Threat Level: 
Medium 

Additional en 
Brutal bounty h 
for sport 


Montross fires off a missile at 
you. As it's about to hit, boost 
to one side or hide behind a 
statue in the middle of the 
arena. If you're too close to 
the statue, you can be knocked 
off your feet. 


ai Fa rana boosts out of Nidasteds uppal ancsphere. 
and Jango asks Zam what kept her. She tells him she's been 
“appropriating” loot from the compound. Zam wants to know 
what's really going on, especially after she claims to have 

saved his neck. 





Jango isn't buying her story, and would have finished 
Montross and hunted Zam down if shed fied. Zam also 
overheard Montross mention the name “Vosa-” she recollects 
the name as a crazed Jedi. She can't believe Jango's going 


after her! 





She presses Fett, wanting to know the prize. "More than 
you'd make in a lifetime” is the reply. She knew Jango was 
working an angle. and Fett informs her about the neuro-toxins 
the Bando Gora are injecting into the death sticks. 





Target the skiff, using only 
missiles. Fire off around four 
missiles before the skiff 
disappears behind the ship. 





You can boost from the ramp to 


the top of Montross’ ship, and 
fire off missile salvos from the 
roof, but a swooping Terradaak 
makes life difficult for you up 
here. Blast the Terradaak before 
it nears, ideally with 2 missile 
or heavy Diaster, then 
concentrate on the skiff. 


Wait on the other side for the 
skiff to continue around, and 
continue to fire off missiles. lf 
you run out, venture up the 
ramp and into the cargo bay for 
more. Blast away at Montross 
until nine missiles hit the skiff. 





Montross's skiff 
precariously, and 2 


wobbles 

an explosion 
rocks the hull. Montross makes 
good his escape while Zam 
descends through ti 


: = 

: The freighter in Sebolto’s hangar had Huttese markings on it 
: so Vosa must be using one of the Hutts to transport her 

: wares from her hidden ctadd to Tatooine then on to 

: Malastare. With the Hutts in on the death sticks. Fett sets 

: course for Tatooine. 





: As the Firespray blasts off. Montross ship dimbs through the 
: Malastare atmosphere A listening device has been attracted 

: to the Airespray “You wont get rid of me that easy Fett” 

: murmurs Montross. following from a discreet distance 





=— A Favor for a Hutt === 


=—=YO7 foc x Sowa 


—G 





fice calle fe, Complicating Sha lank of Sinise parlear: “Shics 
got nothing on Roz.” Jango replies. The flattery means only 
one thing—Jango needs information. specifically on the Hutts. 
A junk dealer friend of Roz's knows the score 





Apparenty Gardulla and Jabba the two main Hutts. are feuding 
ove the control of Tatooine and arent Ikely to be working 

togethe. Although Roz doesn't know which Hutt is in leaque with 
the Bando Gora she does know a gift must be presented to one 





Her junk desler friend Weatto. recentiy posted a bounty that 
Jabba requested in the hopes he could daim a finders fee 
(Weatto lost everything in 2 Podrace last season). The bounty 
is on the bandit Longo Two-Guns and most of his cohorts. 


=§ Longo Two-Guns 
Jango Equipment Status: Online 


Avaliable Acquired during 
initia Mission? 





ASTROMECH TWO-GUNS WEEQUAY 


CIVILIAN (MALE) 





= —— 

: aieey es Imani Gamat Sek cabbies Gi Ste 

: Gardulla on the other hand, is more of a recluse and lives in a 
: palace near the Juntiand wastes. It looks like Jango and Zam 
: will have to split up, with Zam attempting to get near Gardulla. 





: PURER CE ET heapile Dean's 

: protests. One of the Hutts has information leading to Vosa's 
: hidden planet system. Before Roz radios out, she asks if 

: Jango's named his new ship. He answers, “Slave " 





Tie sasoa: feck ebbbanie eels deinen ecu Slave | 


Population Scanner: 


Online. Entity Chart Accessible. 
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descends into the sands of Tatooine, and Roz will wait for a 
transmission. As will Montross, who's been listening in on the 
conversation from his craft, before bringing up the schematics 
of the Outiand Station. 


TRANDOSHAN 
NIKTO 





CLANTAANI (2) 


CLANTAANI (1) 





SCURRIER 
DEWBACK 
CIVIUAN (FEMALE) § ASTROMECH 


ASTROMECH 
POWER DROID 


TWILEK 
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Jango Fett Powerup 
and Pickup Status: Online B 


Acquired during 


“2 


_— 


Powerup/Pickup Mission? 

Bacta Fluid Vial Yes ae 

Sniper Rounds Yes & 

Thermal Grenades 

(one or three) Yes i 

Cluster Missile No 

Mandalorian Rage No (} ag 





Jango's Gear 


Map Location 
Display Guide 
Location Location 
Number Desorption 
1 Shallow ramp and 
doorway 


: 2 Covered archway 
 » a -. Ve 3 Exitalley 
: initially locked 
ae ; 3 door (exit) 
Mission Objectives Side alley 
1. Kill all town thugs to get Connecting tunne 
to Longo Entrance 
2. Capture or kill Longo Two-Guns and wind 


Debriefing Information 


Tatooine rests in the Outer Rim, beyond th 
reaches el the Republic. Its inhabitants are a 
mixture of hard-working locals attempting to 
extract a living from the harsh environment 
end transients visiting the world for illegal 
ventures. It is controlled by the Hutts, and 
their shady dealings bring many spacers, 
bounty hunters, thieves and other malcontents 
to the plant's port cities. The lawless outlying 
towns, however, are difficult for even the 
Hutts to control. 











Mission Overview 


Get ready for some fancy shooting down in the 
seediest side of Tatooine, with each street or 
alley presenting its own deadly set of dangers. 
Scan for secondary bounties, roll in with both 

| guns blazing, and use the scenery as cover, 
taking out all the thugs that attack you. Goons 
are always incoming from behind, so keep 
moving, and remember that anything {including 
dewbacks!) can be used to hide from gunfire. 
After some vicious close-quarter fighting, you 
have the opportunity to meet and beat Longo Two-Guns himself; as long as you 


stay behind cover and keep on firing! 









re quick, and stay on the 
f hanger where 





; that's your first 
unty. Mark him before you 
econd spacecraft 





Jango opens the exit 
; to Slav 


1 6 
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"Wrong-Way* to move 
then run into the second 
ngar, turn left, and hide 
hind a short blast wall, then 
hase and snare him. Then 
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A thug is using each as cover; 
do the same. Eliminate the 
three other goons, then enter 
a door in the archway to the 
left of the hangar entrance. It 
is unlocked no matter how 
many enemies you slay. 








Secondary Bounty 





On the other side of the 
sliding door is a short ramp 
leading into a small sandy 
arena (Map Location #1). 
Stop and bring out your ID 
scanner, and use it to locate 
bounty #2 at the back 
balcony. Mark him now! 
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Target *: 001 


Recommended 
Takedown Tactics 


After you mark your bounty, 
exit the ramp and move into 
the courtyard, targeting a thug 
and heading left. If you stay 
where you are and snipe, you 
may be hit by a grenade. Blast 
the Clantaani and the 
Weequay with the grenades. 
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ay INT re RR | . = The ronto and dewback, 


P. ; two huge roaming animals, 
make excellent moving 
cover. Be warned though: 
they aren't impervious to 








Se 


=: Radd Hardwikk 
=: 3,000 Credits 
1,500 Credits 


Clantaani 


Next, tackle the Clantaani 
while using the skiff as cover, 


taking the grenades afterward. 


Then run to the sniper 
ammunition, pick it up, 
and save it for later. 
Run up the far 
platform and snare 
Radd, adding him 

to your bounty 
collection. 


Optionally retreat into the 
hangar, but the open area 
provides more flexibility and 
hiding options. Head back 
inside, and aim for the 
Trandoshan with the 
heavy blaster that 
appears from behind 


the skiff to the right. 


blaster fire! 


stairs in the 
right, and pass 
through the 
unlocked door. 


























can also step into the left 
street, but watch for the 
fop sniper, especially if 

u enter vie the archway. 
own with quick 

_ and leave via the 
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Head out. and peer around the 
the right. You have 
nds to snipe two 


, one on a skiff 










t with a sniper 
r window. Or 
heir shots and 


take the om the side. 
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ve behind cover, using the 
on the nght, and 


for six Clantaanis. After 








randoshan with heavy 
eapo 


skiff turret, throw grenades from 
cover, or wade in and blast 


Clear the area, then grab the 
grenades under the walkway, 
and move along a darkened 
passageway, past a Jawa, to 
the west of this chamber (Map 
Location #3). There's an orange 
awning above the passage 
entrance. Turn the right corner 
and take the bacta fluid vial 
after you've dispatched the 
thug with the heavy blaster. 


Secondary Bounty 


Expected Target Reaction: 





: - = = 
Stop as you turn the corner, 
and bring up your ID scanner, 
and mark the Clantaani 
running in from the next 
courtyard. That's Clem Vaneer 
(bounty #4). Retreat to this 
courtyard entrance. 





There are snipers on three 
rooftop windows. Use the ronto 
as cover and run left from the 
courtyard entrance, around the 
corner, and face the exterior 
building to the northwest, near 
the landspeeder. Otherwise, 
you'll be shot in the back! 





Target 
Bounty * 


Recommended 
Takedown Tactics: 


cg} 
oO} 
- 
W iE 
° 
| 
< 
C 
G) 
= 
= 
n 


Then run behind the buildings 
along the north wall and 
locate the doorway into a 
tower. Climb the ladder, and at 
the top, deal with a second 
Clantaani sniper. Look out of 
the window after collecting 
the sniper rounds and bacta 
fiuid vessel. 


You can easily blast or snipe 
from this vantage, so stay 
here for some precision 
firing. Or drop back to the 
ground, but only after you 
take out the Clantaani on the 
central turret plinth. 





Blast around six Clantaani, 
three from the southwest 
entrance and three from a 
covered archway passage to 
the north. Use the ronto, the 
sides of the courtyard, and 
other objects as cover, and 
keep moving! 


Notice the remaining snipers 
in the upper windows of the 
building next to the tower. 
Take cover behind the central 
plinth, and blast them or snipe 
them before more ground 
troops arrive. 


Another four thugs arrive, 
including a grenadier lurking 
in the southeast. Blast them 
and stay out of grenade range. 
Look for a couple more thugs 
steaming in from the entrance. 


Another wave of vicious thugs, 
including two with heavy 
blasters and five or six others, 
now appear from the right side 
of the covered passage. Stay 
far enough away to dodge 
them, ideally throwing a 
grenade as they emerge. 
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Once these six appear, a door 
unlocks (Map Location #4), 
and you can escape! Check 
the east of this courtyard, 
under the archway passage, 
moving right, turning left, and 
through a sliding door (now 
green and unlocked). Take the 
Mandalorian knife continue in 
the connecting passage. 





Head into another huge 
courtyard, and prepare for the 
same blasting, hiding, and 
dodging. Don't run forward or 
you'll be caught by a turret. 
Instead, move around to the 
right, along a gap between the 
wall and the right side 
buildings, taking the grenades 
as you go (Map Location #5). 





As you traverse the right side of 
the buildings, spy the thug with 
the turret through a V-shaped 
gap. Blast him without being hit 
from this position, then look for 
an adjacent round building. 





Jump onto the ledge and up 
to a round room where the 
second turret is. One of the 
three enemies carries a heavy 
blaster. Deal with him first, 
then the turret firer, and finally 
the thug in the alcove. Sweep 
up the bacta fluid vessels. 





Name: Nit 
Wanted: 
Alive: 0 Credits 
Dead: 200 Credit 
Species: Jawa 
Sex: Male 
Homeworld: Tatooine 
Known Affiliates: Jawa beggars 
Last Known Location Pe 


Originator: Owmne 
Brief: This 


Head around the back of the 
buildings and engag 
Trandoshan with a vy 
blaster, then plug a sniper on 
the roof of a building ahead. 
Now emerge into the main 
courtyard without being cut to 
ribbons by the turret. Ahead its 
a Clantaani shooting at you 
near a Jawa. 
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The Jawa (bounty #5) has a 
price on his head. This dirt 
beggar is worth 2 f 
credits, but mark him nev 
theless. Shoot him at you 
leisure, then attack the 

Clantaani and any other 
enemies from th 
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Next, ID scan the Clantaani 
kneeling and firing at the 
entrance, and mark bounty #6. 
This scumbag is notoriously 
difficult to bag alive due to 
enemy incursions, so mark 
and snare him at once! 


Enter the canopied courtyard, 
passing the barrels, and look 
for the far end of the right 
covered archway. Thugs pour 
in from this area, so throw a 
grenade in to waylay them. 
Get almost all four Clantaanis 
this way. 


Greater problems occur in the 
tunnel behind you. Turn and lob 
in a grenade to disperse around 
six Clantaanis, and two 
Trandoshans with heavy 
blasters. Use the barrels and 
covered walkway to hide near, 
and don't run back down the 
tunnel! or you'll be cut to pieces. 


Take the bacta fluid crate 
under the arched walkway on 
your left (as you enter the 
courtyard), and take apart 
three more Clantaanis, as well 
as a sniper near a window 
above the tunnel exit. Then 
run to the far right. 
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Toward the end of the battle, 
locate the Nikto that moves in 
from the tunnel behind you 
and starts to fire at you, just 
after all the Clantaanis are 
dispatched. This is Ona Kragg, 
bounty #7. Marked him now! 


: 4,000 Credits 
: 2,000 Credits 
es: Clantaani 
: Male 


as you in ee in 
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With the Nikto out of the way, 
look for a sliding door that is 
now open (it's locked until all 
enemies are down). Enter a 
connecting corridor behind 
the round structure at the 
courtyard's east end, through 
a Mandalorian knife continue 
point, and collect the bacta 
fluid crate. 


Exit the connecting cupola 
chamber with the blue 
wallpaper, out the opposite 
door, and pass a Jawa near @ 
moisture compactor. Follow 
the narrow alley past a droid, 
until you spot the entrance to 
a bar in the distance (Map 
Location #7). 


Move toward the 
and = set t 


scan the Tw 


b 
o 


table (bounty #9). 


Pass the Jawa at the exit, turn 
and head down a 
narrow alley. it twists left, then 
right. Zoom your ID scanner in 
on bounty #10, the Jawa. He 
»ay be around the far corner 


As you reach the Jawa and 
tag him, turn around and blast 
a horde of thugs coming in 
from the alley. Use the 
machinery near the Jawa as 
cover, and toss out a grenade 
to disperse them. Follow up 
with blaster fire (save the 
heavy blaster. 


Then head east, around the 
side of a building, and take the 
bacta fluid vial and grenades, 
then run to the corner where 
the Jawa was tied up. Using 
the corner as cover, make short 
work of the five charging thugs. 
Again, grenades are good. 


tcn her position 


rz & Te Ves 
Grab another three grenades 
near the landspeeder, and take 
out another thug to your left. 
Then turn right, and contin- 
uously blast the Trandoshan 
atop the plinth in the 
courtyard. Stand on the 
speeder for height. 


Move to the far corner and 
grab the bacta fluid vessel, 
then turn right and move 
toward the dewback. Leap 
onto the plinth and take the 
heavy blaster the Trandoshan 
left behind. Then turn right 
again, and head through the 
rough archway. 
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Six thugs appear ahead. 


Retreat, blast them, and throw 
grenades. Move toward a 
tunnel, and blast a Trandoshan 
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Move through the tunnel (Map 
Location #8), quickly dealing 
with the Clantaani, and pass 
two Jawas and an astromech 
droid. When the tunnel bends 
left to another courtyard, bring 
out your heavy guns, and 
blast everything that isn't 
Twi'lek-shaped. 


with a heavy blaster the 
moment you spot him. 


Blast or snare the Nikto, then 
blast the three Clantaanis in 
the tunnel, and run into the 
courtyard. There are many 
places to hide and get stuck 
in, So watch your step and 
keep circle-strafing. Blast all 
10 enemies. 


After the two separate waves : Pause at the st 
of enemies are downed, enter turn and aim 2 
the tall rectangular tical 

door that opens after you 

defeat your enemies. Inside is 

a tiny connecting room. Pass 

through the Mandalo 
continue point. 


knife 
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Me Next cou 
the gunfire, s 
previous courh 
in and snare 


another narrow street. 


Waits in ambush at the 
top of the steps. Runs into 
building when threa 


~ opens fire 








d i crate inside. Now move 
to the exit doorway in 
pposite wall, turn left, and 


Mark from th 


c 


the 


Run down into the arena to 
snare him, then move to a 
more deadly weapon, such as 
blasters, to deal with the four 
other reprobates. With all the 
enemies downed, pick up any 
bacta fluid vessels, hide 
behind the dewback, and 
watch out! 


Six Clantaanis rush in from 
the steps you came down. 
Throw in a grenade before 
they disperse. Failing that, 
hide behind the skiff and blast 
them or throw grenades. 
There's a Trandoshan as well. 
Now take the bacta fiuid crate 
on the skiff, and move to the 
Podracer hangar door. 


Objective *1 
Completed! 


= Battle Commencement! 


eid 


| es “Santi nae Bee 


Boss Battle: 
Longo Two-Guns 

Threat Level: 
Medium 

Additional Information: 
Intergalactic bandit and the 
fastest gun in the galaxy 
(according to Longo Two-Guns) 


*: O1GSPECIAL 
N/A (BOSS) 


No need to mark this one; head 4 
to Jawa bounty, then blast 
Longo with the heavy blaster 
until he yields. Deal with his 
cousins where necessary. 
Optionally use the sniper rifle. 
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When the combat starts, 
ignore the blaster fire and run 
quickly to the left, bringing up 
your ID scanner. Move quickly 
to the Podracer, and look for 
the Jawa on the near side. 
This bounty #15. 





Bonus Objective 


Completed! 





Longo and his lads are waiting 
for Jango inside the Podracer 
hangar. Longo scoffs at Jango, 
telling him there's no one who 
can bring him in, dead or 
alive. Longo coaxes Fett to 
challenge both Longo and his 
boys. "Makes it more difficult* 
murmurs Jango. Longo takes 
that to mean Jango is fearful. 
Alas, Longo is sadly mistaken. 





Now bring out your heavy 
blaster, which you have saved 
for this battle, and unload on 
the nearest reprobate you can 
find. Move left to right, using 
the Podracer engines as cover. 
Longo runs in to shoot you. 


Name 
Wanted: 


Species: 

Sex: Unkr 

Homeworld: Tatooine 

Known Affiliates: Unknow 
Last Known Location: Outskiris 
Originator: Watic 

Brief: This wo 


Recommended 
Takedown Tactics 


€xpected Target Reaction: 














It only takes a couple of 
moments to unload on Longo. 
Mark him if you can, so you 
can keep track of him 
throughout the battle. Longo 
doesn't miss with his shots, so 
keep your distance and circle- 
strafe. If you opt to snare 
Longo, you'll take too much 
damage trying to get near him. 

































You can also move to the 
other side of the han 
out your sniper ‘ 
with Longo from extreme 
range. This is extremely 
effective, and much 
than a simple snare or 
blasting attempt! 







Back up if you're getting hurt 
and bring the heavy blaster to 
bear on his 12 closest 
companions. They'll jump 
down to the ground during the 
battle, making them 
easier to hit. 
Stay on the 
move, rolling to 
avoid Longo’s 
blasts. 







Jango Fett Powerup a & 

and Pickup Status: Online a) 
Acquired during 5 

Powerup/Pickup Mission? ; 

Bacta Fluid Vial Yes ; 

Bacta Fluid Crate Yes as 

Sniper Rounds Yes - : 

Toxic Darts Yes = ee 

Thermal Grenades 

(one or three) Yes 

Standard Missile Yes 

Cluster Missile Yes 

Jet Pack Fuel Yes = 

Mandalorian Rage No 

Jango's Gear No = 





Population Scanner: 
Map Location Online. Entity Chart Accessible. 
Display Guide 
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SCURRIER WEEQUAY 





Mission Objectives 
1. Navigate canyon to Gardulla’s Palace 
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Jango Equipment Status: Online 


Available Acquired during 
Equipment Initially? Mission? 
Jet Pack Yes No 
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Debriefing Information 

The Jundiand Wastes of Tatooine are also known 
2s “no man’s land,” where the rugged desert 
meses meet the endless Dune Sea. The craggy 
environment is home to many threats, from 
roaming krayt dragons to Tusken Raiders and 
their ferocious guard massiffs as well es Gardulla 
the Hutt’s heavily armed patrols. There ere even 
rumors that another feeding hole for the giant 
sariacc that inhabits the Great Pit of Carkoon has 


surfaced deep in the canyon. 


After Jango lands Sieve lona 
cliffside meer the rear entrance 
to Gardulla's Palace, Zam calls 
to let him know she’s outside 





Goras’ description. While she 
attempts to locate Gardulla's 
vauk, Jango will try the back 
entrance. Zam, meanwhile, 
will slip into a “disguise.” 





©, the transmission 





dies suddenly, and you hear 


garbled shouting. 















You haven't time to worry 
about Zam, so head back 
nto Slave Is cargo bay. 
and take the cluster 
missile and grenades 
inside. Then head 


out, around the 


zis 






Move up the rocky slope, 
targeting one of two massiffs 
with your dartcaster. This is 
the only weapon that downs 
the creature in a single hit! 





Dart the second massiff, then 
move around to the left as the 
ravine path twists, and tag two 
more massiffs. Use your darts 
just after the beast leaps and 
lands, boosting to the side to 
dodge them. If you're low on 
health, stop here. 


Six massiff lairs dot the 
initial ravine (see the map), 
and three contain bacta fluid 
vessels. The others simply 

’ hold rotting meat and 
bones. Enter a lair 
only after the massiffs 
have been downed! 


Mission Overview 


* 





Enter the southwest hole and 
grab the bacta fluid vial, then 
continue until you reach a left 
turn in the path. Bring your 
blaster to bear on another 
massiff, then stop at the rock 
partially blocking the path 
(Map Location #1). Ahead is a 
large cliff face. 





Tusken Raiders have set up 
camp here, and they are 
dangerous. Use your sniper 
scope to locate the Tusken 
Raider on an upper cave 
entrance, where you're 
headed next. A cluster missile 
lies on a ledge above him. 





There are three Raiders you 
can see (and one you can't), 
and the left one is firing sniper 
rounds at you. From your 
rock, zoom in and tag the left 
Raider, then the one standing 
by the cave entrance. Now 
bring out your ID scanner. 


A deadly sniper aim, the ability to dart massiffs, 

and precise jet pack skills all must combine in this 
canyon jaunt, which takes you through the most 
treacherous terrain yet. Always scan the ledges 
ahead for signs of Tusken Raiders or Gardulla's 
thugs, and bring out the sniper rifle at every oppor- 
tunity, using nearby cover to avoid being winged 

| yourself. Don't overstretch yourself flying into 
danger; especially when the sarlacc pit has surfaced! 





Mark the side of the head of 
the middle Tusken Raider, bent 
over by a rock mostly out of 
sight, so you know where 
bounty #1 lies. Now boost 
forward, into the ravine 
ground, and land on a raised 
rock platform. 





Three massiffs gambol around 
this area. If you must blast 
everything, tackle these, then 
collect the three grenades on 
the ground. 





Boost vertically up from a rock 
platform, then toward the ball- 
shaped tent the Tuskens have 
erected (Map Location #2). 
Throw grenades at four 
Raiders, use missiles from the 
ground, or simply fly around 
and blast them. 
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tEG: =fe L 131 ? Now haad back into the cave, Boost up this hole, and land on 
E- 0 Credits ? to the campfire cavern, and : a circular ledge above. Look for 

ad: 3.000 Credits exit via the smaller interior : the ladder, but let your jet pack 

: passage. This ends ata replenish and boost up onto 

junction. Right takes you to anata circular stone p 

cave entrance “C," so head : (Map Locati 

left, into a second campfire Raiders come ch 

chamber. 


Take the bacta fluid vial, 

look up at the cavern’s ceiling. 
Above the fire is a ventilation 
hole, but it is too high to boost 
up through. Retrace your 
steps to the first campfire 
cavern, and peer up. This hole 
isn't above the fire, but above 
some bones. 


Quickly back up out of the cave, 
blasting the Tusken Raider that 
drops from the hole in the 
ceiling near the campfire, and 
the massiff that's joined him. 
Use your jet pack and remove 
yourself from melee combat. 


When you've demolished the 

entire patrol, take the dropped 
sniper rounds, and move into 

the left cave entrance ("A"). 


Follow the cave around to the 
right, and enter a larger 
campfire cavern. Immediately, 
a Tusken Raider starts to move 


Move down the cave tunnel 
again, then back out as three 


toward you brandishing a club. 


There's just time to mark him 
with your ID scanner (bounty 
#2) before he reaches you. 


more Tusken Raiders run at 
you with club-staffs. Use your 
jet pack, dodge those strikes, 
and attack them from range. 
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Head into the campfire cavern, 
2 rediately mark the 
Tusken captain standing 
across from you (bounty #3). 
Biast him into submission, 
then return to the junction, 

j take the other tunnel! path, 


Choose either branching tunnel 
path—they both lead to a ledge 
above a bottomless ravine. The 
left path is preferable as it 
leads to a view overlooking 
three skiffs. Immediately bring 
your ID scanner out, and zoom 
in on the bottom skiff. 


Mark the Nikto without the 
missile launcher (bounty #4), on 
the left end of the bottom skiff, 
so you know where he is, and 
come back to him later. Seek 
cover from the Tusken Raiders 
with sniper rifles. Thankfully, 
the battle being fought doesn't 
include you ... yet! 


Kneel down on the ledge 
you're on, bring out your sniper 
rifle, and take out all the skiff 
thugs except your bounty. This 
is an alternate method of 
securing him. Then stand up 
and adjust your position so the 
Tusken Raiders hit the lip of the 
ledge instead of you, while you 
can look at them. 


From the vantage point, swing 
right, take out the Tusken 
Raider on the far long ledge, 
then work left, to the Raider 
lower down on a smaller 
ledge. There's also a captain 
to tag, and he requires more 
than one shot to down. 


Swing left again and zoom in 
on the Nikto with the missile 
launcher. Snipe him quickly, 
then get the Nikto on the top 
right skiff. Now position 
yourself on the right cliff 
ledge, and get ready for a 
chasm boost. 




























From the right cave exit, boost 
to the far right ledge on the 
other side of the chasm, and 
work your way along this 
Tusken Raider patrol zone. 
Collect any sniper rounds you 
find, and when you spot the 
remaining two Tuskens, torch 
them with the flamethrower. 





Tag any stragglers, and boost 
to the lower skiff, collecting any 
dropped items on the way. Tie 
up bounty #4. Now drop down 
to the lower cave entrance 
(Map Location #5), and exit this 
place. Grab a grenade, and 
walk along the tunnel. 


Lady 









SAR 
Three thugs await you around 
the corner. Retreat at once, 
dropping a grenade and 
hoping a couple are caught in 
the explosion, especially as 
one of the thugs drops 
grenades himself. Bring out 
your sniper rifle. 
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Optionally boost about, using 
the rocks as cover and blasting. 
Then move to the cave exit 
chute, and slide down. You fall 
onto the sail of a barge (Map 
Location #6). Don't boost or 
attract attention. 





Face ahead to see two skiffs 
attacking Tusken Raiders 
hiding in the winding ravine; 
only two of Gardulla’s thugs 
have spotted you from the 
skiff nearest you. Stay on top 
of the sail, and tag them both 
with sniper fire. 


One of them has a missile 
launcher, making this 
takedown paramount. When 
you've finished, slide down the 
sail, and boost onto the deck of 
the barge underneath. Bring out 
your blasters and take care of 
all four of the thugs on board. 









Switch to the railing gap on 
the left side of the boat, and 
blast the thug on the lower 
skiff to your right. Goons on 
the two far skiffs now turn 
their attention to you—run 
and claim the jet pack fuel on 
the far end of the barge. 


Fae: 


The barge is the safest place to 
be, so bring out your sniper rifie 
and target the Trandoshan wath 
the heavy blaster on the fer 
right skiff. Then tag the two 
more thugs on the left skiff. 
Move behind the railing so 
missiles detonate on it, not you. 





Of course, you can also boost 
(with or without the jet pack 
fuel) around this canyon, 
landing on the skiff hovering 
over the sarlace pit. You may 
not spot a skiff that's lower 
down still, under the first you 
dropped on. Take care of the 
thug on here. 





Vertically boost to gain height. 
then boost to the far left skiff. 
Take care to land on the land 
platform, not the sloping front, 
or you'll slide down and hit the 
sand near the sariacc’s gaping 
maw. You'll start to slide in! 








Attack the thug on the lowest 
skiff near the sarlacc. taking 
the bacta fluid crate, then 
boost to the far left skiff. If you 
defeated all enemies from 
range, at the sail barge, being 
blasted into the pit won't be 
an issue. 





You can now boost up to the 
far right skiff, and from here, 
boost onto the right wall of a 
massive bottomless canyon 
However, before doing this, 
investigate the other canyon 
area near the sail barge. 





From the sail barge, or the 
first skiff you leapt to before 
negotiating the pit, blest a 
thug on each of two more 





the second, and collect 





sail barge. 


Boost from the sail barge to 
the long slice of flattish ground 
on 2 ledge {Map Location #7) 
ahead of the second skiff. Then 
use your remaining fuel 
power-up to boost | up, and 
ecross to the circuler igloo on 
the main ledge 





ignore the missile thug, or 
snipe hirn from the large fiat 
edge. Boost right, onto his 
latform. and weste him. 
llect the jet pack fuel. This 
fuel restocks almost instantly 
so you know where to come 
for more. 





t up onto the roof of the 
t building, then vertically 
up to a second ledge with two 
robates firing at you. Blast 
m at once. Alas, the door 
to the building they were 
rding is sealed. The rock 
dows below the first igloo 
cannot be reached this way. 
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it's time to negotiate the 
canyon. Move back to the far 
right skiff over the sarlacc pit, 
and boost to the rock ledge on 


the right canyon wail. Bring out 


your blasters or flamethrower, 
and quickly run around the 
rock ahead, tegging a Tusken 
near the campfire. 





Boost onto a rock island, then 
turn left and boost up to a 


smail rock ledge almost behind 


‘ou to Gea! with 2 single 


Tusken Raider. Then boost back 


Gown to the rock island over 
the bottomless drop. 





+, 


Turn right slightly, boost to 
another rock island, turn left, 
and boost vertically, up to a 
narrow ledge on the left wall, 
landing by the campfire. Bring 
out your sniper rifle and tag 
the Tusken Raider on the 
opposite wall, on a tiny ledge 
with a torch. 


Boost down along the trio of 
rock islands, running through 
the Mandalorian knife continue 
point on the middle one. Land 
where you just sniped the first 
Raider on a right wall ledge, 
turn left, and blast another 
Raider near his tent. 





Secondary Bounty 


Use the tent as cover and 
blast or burn another Tusken 


Raider guarding a rock “ramp,” 


leading to what was once a 
rock bridge. Kneel as you 
come to the brow of the ramp, 
ignoring the sniper on the 
other side, and focus on 
bounty #5 to the right, near 
the tent. 





On the ramp, take out the 
sniper on the other side of the 
broken bridge, then the 
bounty, the sniper to the right 
of the tent, and one more 
down below you on a ledge. 
Move to the location of the 
first sniper, on the other side 
of the rock ramp. 





Target * 


Bounty * 


commende 
own Tactics 





Turn right, and locate the 
sniper down on a ledge far 
away. Tag him, and anyone 
near the tent you clipped but 
didn't bring down. Now run 
around the curved left ledge, 
past the tent, to the far end, 
and turn right. 





There's a right wall ledge with 
a Tusken Raider sniper. 
Quickly aim and snipe him, 
then boost over and land near 
his campfire. If you have any 
darts left, use one on the 
massiff across on a left wall 
ledge. Don't waste sniper 
shots on this beast! 
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Move to the left part of the 
massiff's lower ledge, and 
boost over to the top of the 
two ledges up ahead, following 
the glow of a campfire. Land, 
and if you haven't been 
blasting, you see thugs walking 
around a sliver of rock, down 
an alley (Map Location #8). 
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On the massiff's ledge (its 
hole yields nothing), run to the 
left edge and peer down. The 
ledge below contains two 
snarling massiffs. Drop a 
grenade down there to clear 
the area. Then drop and land 
on the rock, and check the lair 
for bacta fluid vessels. 





It's a trap! Don't follow them 
in! Instead, look right and up, 
yat a hidden ledge with a 
missile launcher thug, boost 
up there, and deal with him 
before he sandwiches you 
with shots in the alley. Return 
to the alley afterward. 


Secondary Bounty 
Name 


Wanted 





Four or five thugs await as the 
alleyway opens up into a large 
ravine. Don't shoot either of 
the Trandoshans with the 
heavy blasters, as one is 
bounty 26. Back up the alley 
and pick off each one by one. 





Watch out for an attack from 
behind if you haven't finished 
blasting all the alley thugs, 
then look onto the bottomless 
chasm below. Three skifis 
float above each other, with 
thugs on each. 





Blast them from this ledge, 
including the missile launching 
thug on the middle boat, using 
auto or manual aiming. ft’s 
important to hit all the thugs 
on the skiffs. Then peer over 
the side at the lower ledge 
below with a building on it. 





Drop a grenade down toc 

the area. Then boost to the 
first skiff, and drop down t 
the lowest one and t 





up to the top skiff. 





Boost vertically, then across to 
an upper ledge, clamber on it, 
and immediately take care of a 
Trandoshan with a heavy 
blaster. When he's fallen off 
the ledge, turn, and enter the 
building through the small 
door at the front. 





through the Mandalorian knife 
continue pomt. If you peer 
through the window, you see 
the sail barge in the distance— 
this is the window you 
couldn't access eariier! 





Take the ba 
climb up th 
doorway insi 
balcony. Thi 
set of ledges y 
with the jet fuel. How 
now you don't ! 
about being attacked. 







and you can p 
circular chamber with a 


cut thro 


ug ‘ 


ladder down. 


, although you don't need 
Boost along the left ledge, 
platform with three 
wandering thugs. Introduce 
your flamethrower, or 


Boost to the upper ledge 
ahead and adjacent to the one 
you're on, and take care of 
two more guards. Blast them 
from the lower platform if you 
wish. Take the items they 
leave behind, then turn right, 
and check the large igloo on 
the right wall, below. 


This contains a missile thug 
and two others, so be careful, 
and blast them as you fly 
across the chasm. Land and 
finish them off, then quickly 
turn left, avoiding a missile- 
launching thug from the 
building across the chasm. 


Target and blast the missile 
thug and his heavy blaster- 
wielding companion before you 
boost to the building they are 
stationed near (use a missile). If 
you boost at the missile thug, 
and the fired missile connects, 
you may be blasted into 

the chasm. 


Boost to the left ledge, deal 
with the enemies there, dodge 
the missiles as you boost to 
Mosa’s ledge, land and snare 
both enemies, tag Mosa and 
blast his friend 
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Move around the ledge, and 
check to the right, as the 
canyon winds around. Bring 
out your ID scanner, wait for 
the Nikto to patrol to the edge 
of the ledge to your right, and 
mark bounty #8. Boost to the 
left ledge. 





Launch a missile at the enemy 
on the left ledge, then change 
to your snare and boost there. 
Both enemies should have 
been destroyed; if not, blast 
them. Then boost up to the 
roof of the building, turn right, 
dodge a missile from Mosa, 
and boost over. 





Snare both enemies, claim 
Mosa alive, then move to one 
side of the ledge until you 
spot a series of tiny ledges as 
the canyon continues. Blast 
the thug on the right wall 
ledge, land there, and take the 
jet pack fuel. 
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Use the rock to shield yourself 
from a missile attack, step out 
and deal with the thug on the 
ledge ahead and left. Also 
shoot his friend near the 
campfire. Boost over and blast 
or torch the two thugs on the 
building roof. 





There's a final Trandoshan 
hiding behind the first building. 
Down him, then boost onto the 
building roof and up to the top 
of the upper building. Let your 
jet fuel run out here. 





Boost across to the top of the 
building on the ledge ahead, 
and blast the thug below. 
Make sure no more thugs are 
firing from the ledge you 
came from, then boost down 
to the rock island and take the 
Mandalorian knife continue 





You need this fuel to boost 
around this semicircular 
canyon alley (Map Location 
#9) and to land on the first 
ledge you see to the right, 
under heavy fire. Back away 
from the ledge, blasting the 
missile thug on this platform. 





Secret Objective 


Completed! 


















Take the Mandalorian feather, 
turn left, and look over the 
large rock island and 
buildings below. 
Blast a missile into 
the missile thug, 
then boost to his island 
and let your jet pack 
fuel run out as you take 
out the other thug on 
the far plinth. 


ledge you couldn't see, then 
turn around, boost to the 
ledge on the left and take the 
bacta fiuid crate. Now boost to 
the left ledge by the canyon 


turn 
iu . 


Secondary Bounty 


—— Truss him up. If you lack 
sniper rounds, blast the 
Secondary Bounty missile thug before you reach 


the left ledge. 





boost around, taking care of : holding cells. 
the four thugs on the long thin : 
semicircular ledge at the 
canyon’'s end. Blast them, then 
land on the roof of the tall 
right-side building. 


Head toward the gate in the at ; 
ledge wall, in the middle of the uioF 
platform, and use your cutting ~ 
torch to break the grating (Map = 
: Location #10). Crouch and 
Boost off the skiff, and with ? move along the access duct to al 
your remaining jet pack fuel, : a hole, and drop down into the = 
Lt oy 
9) 
= | 


1 @) ») (an wh ed 
Completed! 





Target the two missile thugs on 
the left side of the ledge with 
one of your remaining missiles. 
One should do the trick, 





although you may need to run Zam has been caught, and 
toward them to get in range if : she's in a cell that looks too 
you don't manually aim. : tough to break. After a terse 


discussion, Jango hears a 
sound, and turns around to aim 
: ata Gamorrean guard ambush. 

& : Alas, he's knocked unconscious 
* from behind, and dragged off. 
Has Zam Wesell betrayed him 
to Gardulla the Hutt? If so, she'll 
get a toxic dart in the neck! 




















urn and look ahead to the 
skiff and the left wall ledge. 
On the skiff is a missile thug 
and a standing Weequay. The 
Weequay is bounty #10. Mark 
him from here, and pick off 
the missile thug with a 


sniper round. 


Bonus Objective 


Boost over to the left ledge 
building, and blast the two 
thugs, taking the bacta fluid 
crate before landing on the 


skiff next to your final bounty. \.\ 
es primagames.com 











Le iddeteees Prima’s Official Strategy Guide 
PHOUNT EL 


Mission Objectives 


. Escape from the krayt dragon arena 





. Find your equipment 
. Locate Gardulla’s Throne Room 
. Kill the krayt dragon 


. Locate gold Mandalorian feather icor 
(s = 0)8) (08 \Vc) 


Finish 


of” 


Aes ‘eb rp agape 


aie tary 










Jango Equipment Status: Online 


Available Acquired during 


t Initially? Mission? 
Jet Pack No Yes 
Fists _ Yes 





Start 


Population Scanner: 
Online. Entity Chart Accessible. 
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Debriefing Information 
On the edge of the Jundland Wastes, 
Gardulla the Hutt commands an empire of 

slavery and smuggling, one that is now challenged by a 
the younger and more cunning Hutt, Jabba. The palace is 


Map Location 
Display Guide 


Location Location 
Numbe Desopion 


Eat grating 
Doorway to 
equipment 

Upper waikway 
Entrance to bazaar 
Exit from bazaar 


Entrance to 
Bando Gora hangar 


Upper walkway 


Entrance to square 
cellar room 
Entrance to 
throne room 

Side baicony 

one of four) 



















isolated and difficult to penetrate; Gardulla does not enjoy 
the company of strangers, especially now that she has made a deal 
with the leader of the Bando Gora to transport their toxins 

that will eventually enslave the masses to this insidious cult. 


Mission Overview 


Avoiding a huge prowling krayt dragon is 
paramount, as there's a real chance of a 
deadly mauling. Keep your fist- 
fighting skills polished until you've 
located your belongings, and stop 
at the exit of every tunnel to check 

= for secondary bounties. The fighting 
takes place in the main hangar areas. 
Keep on the move, circling and 
blasting foes while flying. Finally, once 
Gardulla‘'s mighty dragon chows down on a massive meal, bring out 
the jet pack and the missiles for a final confrontation. 


> 
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Now face the krayt dragon 
and run! Do not approach 


feet of the beast, as it may 


ee a 






underfoot. It also bellows 
and stomps both feet on 
the ground, causing a 
seismic shock. 


The capture meeting with 
Gardulla the Hutt does not go 
well. Has Zam sold you out? 
Furthermore, she's a shape- 
shifter, which brings new 
meaning to the phrase “two- 
faced." While she thinks of a 
price for Zam's enslavement, 
Gardulla has prepared another 
treat for Jango—a close 
encounter with Gardulla'‘s pet 
krayt dragon! 


When you see the beast raise 
both feet, jump or you'll be 
sent sprawling, unhurt. Head 
around the left perimeter of 
this arena. 





The dragon is vicious, deadly, 
and able to crush you into the 
ground with a single stomp. 
Given this, and your lack of jet 
pack, equipment, and 
weaponry, you commence this 
mission with a high death 


probability. Along the sides of the arena 


are the scattered remains of 
the krayt dragon's meals and 
the bones of those long 
since gnawed on. 
Continue until you pass 
a doorway, then move 
to a square grate 
in a wall (Map 
Location #1). 
Duck down. 





Target one of the two incoming 
Gamorreans, and move behind 
him when he swings his axe. 
Then punch him continuously 
until he falls. Turn to face the 
second Gamorrean, and repeat 
this unarmed takedown. 





the dragon, even to within 20 


stride forward and crush you 







































he Tmt oar a 
Bring out your cutting torch, 
and take out the grating, then 
roll through the duct tunnel to 
a second grating and remove 
it, and run out into a courtyard. 
A Gamorrean lurks to your left, 
so target him with a flurry of 
punches. 





1) by an | 
Completed! 


Head north (to the right), 
around the back of a circular 
building near the arena wall, 
and grab the bacta fluid crate 
there. Then run toward a giant 
circular hole in the ground, 
leading to the basement 
corridors under the palace. 





Run to the metal scaffoid 
crossing the hole, and drop 
onto that to avoid damaging 
yourself when you land, then 
fall to the sand below. You're 
set upon by three 

Gamorreans, so begin 
your punch combo 
on the first. 





Quickly finish the other two 
with side and behind attacks 
to avoid their axe swings, then 
search the circular pit for an 
exit. One of the barred 
doorways has lifted, allowing 
access to a long corridor. 





Run to the end of the corndor, 
roll around and behind 2 
Gamorrean at the comer, and 
strike him Gown. There's 
enough time to defeat him 
before 2 second Gemorrean 
heads toward you. Tackie him 
and continue down the comdor. 





You enter a large square room 
with 2 central paved area 
underneath a skylight. Abx 
is Gardulla’s inner arena 
which you canno Ss 
Run forward. and cha 
another Gamorrean to 
of fisticuffs. 









Turn right, and he 
small antecham 
Location #2). In 
all your belong 
@ cluster missile. Save t 
later. Take the bacta 

if necessary, and return to 


Square chamber you just 
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Homeworid. Gar 


Expected Target Reaction 


nd bring out your ID 
ner, and Zoom in on the 
angar in front of you. A 
;orrean walks into view. 
ark him—he's bounty #1, 


ranted dead. He's the only 


unty in this chamber, so 
Head in there. 


Recommended 


a 


iown Tactics 





Secondary 


Name: Kiat 

Wanted 
Alive: 1,000 Credits 
Dead: 5 

Species: Jawa 


nA 


Homeworld: Tatooir 
Known Affiliates: 


Last Known Location: Jundia 


Originator: O 
Brief: W 





Boost around the right side of 
the far crate, into the room, 
and circle around the three 
Weequays behind your crate. 
Blast all three, taking as little 
damage as possible, then stop 
behind the crates. 





Watch for a Gamorrean 
coming in from the door you 
just entered; blast him. Train 
your weapon on the crosswalk 
balcony above. Try a missile, 
or pepper blaster fire on the 
three goons up there. One 
lobs grenades, so he's 
especially troublesome. 








sulting ine 


Recommended 
Takedown Tactics: 
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ter the 
ay thug 


Now slowly advance into this 
hangar, firing quickly and 
landing on the jet pack fuel 
and grenades on the other 
side of the crates. Head under 
the balcony walkway, and take 
out a couple of thugs behind 
the right crates. 


Watch for another Gamorrean 
charging from the entrance. 
Make another boosting 
sweep, blasting the Weequay 
along the left wall near the 
large crates, and return 
behind the first crates. Now 
take to the skies. 
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Boost across the hangar, using 
your jet pack fuel, and tag any 
more Weequays near the left far 
crates. Watch out for a missile 
launcher thug on the balcony. 
Blast him next, then boost back 
to the entrance door. 


Armed thugs are incoming! 
Plant a grenade as they enter, 
then take care of the remnants. 
If you miss their entrance, start 
blasting the armed Weequays. 
Then turn to any Gamorreans 
without ranged weaponry. 
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You may have to blast another 
couple of Weequays near the 
left set of far crates before the 
hangar is secure. Find bacta 
fluid vessels near the middle 
and far crate collections. Now 
boost to the far end and exit 


through the doorway in the 
left wall. 


Pass through the green 
service door, turn right, and 
go through another door. 
Before you run into this 
market bazaar, stand in this 
entrance corridor (Map 
Location #4), and bring out 
your ID scanner. 








= ‘ re : 

Ahead of you are four 
bounties, all standing near 
each other. This is the best 
time to mark them, so zoom in 
to tag the first three: t 


on the left (#3), and the Twi'lek 
on the right (#4). 





Target Reaction 


Recommended 
Takedown Tactics 








Collect the items behind the 
Stalls along this path, and 
blast the remaining enemies 
in the area before turning 
around. Reinforcements are 
arriving from the entrance. 
Boost back and deal with the 
three Trandoshans; one has a 
missile launcher. Boosting, 


strafing, and blasting works. 


Finish off the Gamorrean 
guards along the ground level, 
optionally sitting on the 
awnings while you plug them. 
If you've drawn enemy fire 
away from the four bounties, 
snare and claim each one alive. 
Otherwise, locate their corpses. 








Exit through the far end tunnel 
in the left wall (Map Location 
#5). When the door opens, you 
surprise a missile launcher- 
wielding Weequay. Blast him at 
once as he'll shoot if you back 
up! Then claim the Mandalorian 
knife continue point. 











Turn right, opening another 
door, and bring out your ID 
scanner. The Gamorrean 

rushing you is bounty #6. Coax 
him back to the bazaar where 
there's more room to mark 

him, then blast his ugly mug. 





Head along the tunnel from 
which the Gamorrean came. 
You reach a junction with an 
unlocked door ahead and to 
the right. Open the door 
ahead and stop. Bring out 
your ID scanner and mark the 
ronto slaughterer, Baladdok 
(bounty #7). 


Secondary Bounty 


Name 
Wanted 

Alive 

Dead 
Species: ( 
Sex: M 
Homeworld: ( 
Known Affiliates: ( 
Last Known Location: 
Originator: Owner: 
Brief: F 


€xpected Target Reaction: 


Target *: 006 
Bounty *: 146 


BAS 


Recommended 
Takedown Tactics: 
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Beary Bounty 


Alive: 0 Credits 

Dead: 2,500 Credits 
Species: Weequay 
Sex: Male 
Homeworld: Tatooine 


Known Affiliates: Gardulla the 


Last Known Location: Mos 
Ace Jawa camp 
Brief: S 


Continue down the tunnel past 
the bounty, and prepare to burn 
two Bando Gora that lollop 
toward you. Boost into the 
giant hangar where the Bando 
Gora are stockpiling their death 
sticks (Map Location #6). 


Boost right, and land on some 
crates. The Bando Gora can't 
reach you, allowing you to blast 
them without fear of being 
mauled. However, the hangar is 
large, so constant boosting and 
blasting works well, too. 


Target *: 007 
Bounty * 


Toast the Gamorreans, then 


inspect the crate area along 


the far right wall. 


Behind 


crates is the Mandalorian 
feather! Take this, and exit the 
hangar the same way you 
entered it, returning to the 
tunnel junction after blasting a 
couple more thugs. 


The ao contains thr 


Gamorrea 


they close on you 


You can duck and torch the 
Bando Gora, but you might be 
damaged. Slay around 12 of 
these dark creatures. Then 
check the southeast and 
southwest crate areas for 
bacta fluid vessels. 


Soon after the Bando Goras 
fall, two Gamorreans and four 
Weequays with heavy blasters 
come stomping out of the 
entrance tunnel. Grenade them 
as they arrive, or boost up to 
the rafters to drop grenades. 
Or use the crates as cover and 
take out the long-ranged thugs. 


and enter the doorway 








Secondary Bounty 


fF 9s = ie 





Deal with the thugs on the 
skiff side of the hangar, and 
grenade on the thugs 
Gg from the exit door, 
near your bounty. You should 
have bagged the bounty by 
now. Seek cover from four 
thugs with heavy blasters! 


throw 2 
2 in 


incom 





Use the crates effectively, then 
watch the walkway for a 
missile-launcher thug. 
Constant boosting and circle- 
strafing works well. Use the 
walkway floor as a shield from 
attacks below. Collect the 
bacta fluid vessel near the exit 































Turn left and torch the 
Gamorrean and Nikto thug 
preventing you from reaching 
the Mandalorian knife 
continue point at the next 
tunnel junction. Pass the knife, 
make a right, and wait for the 
blast door to rise. 


Boost up again, into a circular 
antechamber directly above 
the square room. A Weequay 
fires intermittent blaster shots 
at you. Don't retaliate until 
you've marked him—bounty 
#10, the 150th and final 
secondary bounty! 


Bonus Objective 
Completed! 
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You're about to enter another 
square room that's underneath 
Gardulla’s inner arena and 
throne room (Map Location 
#8). ignore the Gamorrean, 
and ID scan the Trandoshan 
striding your way from the 
arched exit on the opposite 
wall. That's bounty #9! 





Head into the Mandalorian 
knife continue point, use the 
control switch to open the 
blast door, and run into the 
side of Gardulla’s massive 
throne room and interior 
arena (Map Location #9). Blast 
the Gamorreans coming out of ; 
the door in front, then run left. / 


Objective #3 
Completed! 


When you mark bounty #9, 

retreat back into the tunnel, 
and torch the Gamorrean as 
he enters. Wait for bounty #9 

and snare him. Bring out your fia 
flamethrower for a couple oN 
more Gamorreans moving 
into the square room. 


: ~ 
Down the enemies, then : e) 
return to the square chamber, j : 
peer upward, and dodge a : 
single blaster round. iy 


Vertically boost up in the 





middle of the room, clinging p 


to a support beam. 
Bilis 


from the entrance. Or take tunnel and leave. 





Secondary Bounty 


Name: ak Target *: 010 


Wanted: Bounty * 
Alive: 0 t 
Dead: 
Species: Weequay 
fiaie 
Homeworld: Sr 
Known Affiliates: Gardulla th 
Last Known Location: Gardulla 
Originator: Hu T 
Brief: $ 


] ts) emy 


oe Sess Recommended 
Expected Target Reaction: Takedown Tactics: 















You've encountered this beast 
before. You're familiar with its 
charge, which can knock you 
dead; its stomp, which 
crushes you dead; and its 


seismic stomp, which knocks = care of each of the four thugs 
you on your back. wherever armed with missiles on the 
you are in this arena. Stay to four balcony towers (Map 
the sides! Location #10). 





You've hided my guards destroyed my palace What 
more de you want from me bourty Murcer? 


You's tified my guards Gescroyed my palace What 
more 60 you wan! trom me bounty Manto? 





Gardulla is slouched on her 
throne, a little perturbed that 
Jango has dispatched her 
forces. She asks him what he 
wants, and he snatches a gem 
medallion from her copious 
neck. Jango requests infor- 
mation on where Komari Vosa 
is, and Gardulla laughs, splut- 
tering that he's mad to be 
thinking about hunting her! 






She will tell you nothing! 
Gardulla's pet krayt dragon 
stomps into the arena, and 
Jango quickly knocks Gardulla 
from her perch, stating “Jabba 
sends his regards!* Gardulla 
falls to the feet of the dragon, 
who devours her in a frenzy 
of teeth and shrieking. 

Then the dragon turns its 
attention to you! 






































Use the jet pack fuel to boost 
from one side of the arena to 
the other, and don't stop 
shooting the missile launcher 
thugs and collecting their 
missiles until you biast all 
four. ignore the Twi'leks and 
Gamorreans—you should be 


on the baicony. 





it begins to swing ts head 
Gown and open its mouth 
aunch 2 missile or the cluster 
. The dragon is 


Susceptibte to mussie Gamage 











The dragon isn't happy about 
your antics, so stay away or 
you'll be crushed. Boost 
around the balcony, or boost 
vertically to the lower towers 
if you fall to the ground. Learn 
when the dragon is about to 
stomp [it raises its front feet 
and head), and jump to avoid 
the seismic pound. 





Continue placing missile shots 
nto the krayt dragon's open 
mouth. Launch missiles head 
on, so they don't detonate on 
its scaly hide. If you run out of 
missiles, blest the thugs that 
appear on each tower balcony 
at either end of the arena. 


Boosting away from Tatooine in Siave £ Jango radios Roz to 
ask whether she has located Vosa's system She doesnt 


answer, so Jango asks again. and Montross answers the call 


it seems Montross has temporarily silenced the Toydarian. 






It's worse than that: Rozatta's been tortured and the data on 
Vosa's whereabouts has fallen into Montross’ hands! Jango is 


ba | 


furious and now has a new purpose—to eliminate Montross. 
Montross is mockingly shocked. After all, it is only business. 








: Jango punches the communication channel in disgusted anger. 
: Meanwhile at Vosa's inner sanctum, the deranged Jedi's 


- Fett It is time that the hunters become the hunted, 





: Komari Vosa has explicit instructions to her trusted captain. 
: The bodies of both bounty hunters must be brought forth to 
: her. Her Captain bows his head reverentially, and departs to 
' enact her instructions, or face her hideous wrath. 


Objective #4 
Completed! 













Also watch out for incoming 
missiles. Boost to one side 
when they near, and listen for 
them being launched. Boost 
to the side as you land and 
blast the missile thugs, or 
you may be hit. 
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Finally, after a barrage of 
missile pummeling, the mighty 
dragon lets out a lamentable 
roar and slumps to the ground. 
Now relying on Rozatta to 
locate Vosa's system, the 
bounty hunter strides out of 
Gardulla's palace, ignoring 
Zam Wesell' pleas, and heads 
back to Slave /. He'll have to 
collect that Hutt bounty from 
Jabba personally.... 


if you run out of missiles, you 
can also aim grenades, your 
heavy blaster, and any other 
weapon into the maw of the 
dragon. Although the damage 
taken is light, it is still an 
acceptable way to defeat 
an otherwise deadly 

foe. Throw everything 
you have at it! 


ponderings lead her to believe she's underestimated Jango 





LU 
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Jet Pack 
Fists 


Westar-34 Twin Dual 
Dallorian Alloy Blasters 


ID Scanner 

Gauntlet Whipcord (Snare) 
Gauntlet Flamethrower 
Thermal Grenade 

Sniper Rifle 

Cluster Missile 

Turret 

Heavy Blaster 

Grenade Launcher 

Blaster Rifle 


1. Locate gate to 


2. Defeat Montross 
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== Going After Vosa == 
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Vosa's temple 


for good 


She moans quel. aiming she knew something was wrong. 
but there's no time to lose or to save Rozatta—Montross has 

laid thermal charges all around the Outland Station. which are 
set to blow. Rozatta doesn't look like shell make it 


“N=8 Moon of the Dead 


| Jango Equipment Status: Online 


Available Acquired during 
Equipment Initially? Mission? 


No 
vO 


No 


Mission Objectives 








Jango immediately boosts back to the Outland Station at Cees aes cll Sar slid eaeaaiged to buon Ger cieadiallics af 


lightspeed in Slave I and docks at the nearest hangar to : Vosa's citadd on her. even after Montross lost his temper: and 
Rozatta's quarters. He finds the entire chamber in ruins, with : fatally injured her. She feebly drops the information into 


ee ne : Jango's hands and breathes her last 





Map Location 
Display Guide 
teittis oe 
i 
Control switch 
Doorway wail opening 
Doorway wall opening 


Metallic grating brid 
Sheets 


Covered aicove 


Narrow metal bridge 
and crypt exit 


Circular building's roof 


“Rib” stonework 





Population Scanner: Online. 
Entity Chart Accessible. 


Debriefing Information 


Kohima, 2 small moon of Bogden, served as a 
burial ground during a catastrophic war long 
ago. The ruins of vast graveyards blanket most 
of its rocky terrain. A funeral barge system that 
once hauled the dead to their crypts now awaits 
slave ships carrying the Bando Gora's new 
followers, mind slaves under Vosa's control, to 
transport them to her secret lair. 








This isn't as easy as it sounds, 
Bando Goras begin to 

arm your location. Quickly 
move around the back of 
Slave |, so you're facing the 

gar ahead of you. In the 
distance, dark shapes are 
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You see a second, lower 
hangar if you peer over 

the edge of the landing 

bay that houses Slave ! 
(ideally from the top of 

Slave Ito avoid being 


attacked). You can't boost 
to this lower hangar from 
here, but you can use 

Slave | as a vantage point 
to fire on the Bando Gora. 


Countless shadow figures must be cut down to progress to a 
giant mausoleum, and the pace here is slow-going, but consis- 
tently hectic, as you're constantly battling Bando Goras. Prepare 
for precise jet pack boosting, up, around, down, and back through 
various crypts, then up to a lake of death, where the ground itself 
is poison. When you finally exit the catacombs to challenge 
Montross for the last time, bring all your missiles with you. 


These dark shapes are 
the twisted and narcotic- 
fed souls of once-proud 
warriors; they are 
ferocious beasts with one 
goal in mind—tearing you 
apart. They charge in and 
swipe at you. Fortunately, 
you have defenses. 


The twin blasters are 
excellent and effectual 
when you're boosting 
Felcsltiplem st-la1s (em Clele.t 
usually in the air. However, 
on the ground, use the 
flamethrower as the 
beasts close in. Remember 
that the flamethrower 
doesn't strike at extremely 
close range. 


The platforms above 
the Bando Goras are a 
lifesaver, so stand on the 
wings of Slave /, the 
funeral barge, or the 
balconies overlooking the 
hangar, where the Bando 
[Gel e-t-mer-lslale) a milan] om ce) 
attack you. Use these 
tactics wisely, as you can 
be torn apart in seconds if 
you simply stand and fire. 
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A continuous stream of Bando 
Goras lollops around this 
hangar, with more than 30 
spawning from the shadows to 
attack you. Keep some jet pack 
fuel left for a quick getaway. 
Use the flamethrower! 


Use the balconies when you're 
overrun, and remember the 
bacta fluid vessel atop the left 
upper balcony. Also watch for 
one or two Bando Goras on 
the lower balconies, waiting to 
pounce. After you finish 
cremating, head to the far end. 
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Turn left, drop off the large 
stepped ground, and look 
down into a sloping tube-like 
tunnel. If you're greeted by a 
large black "wall," run back to 
the switch behind Slave /, and 
open this door. Enter the 
tunnel and run! 





If you've left Bando Goras in 
the first hangar, they are likely 
to follow you into the tunnel, 
so prepare for an attack from 
behind. When you reach the 
far end of the tunnel, head 
through the Mandalorian knife 
continue point. 





Rozatta chimes in with some 
chilling news—it seems 
Gardulla's ships didn't just 
pick up the poison—they 
brought thousands of slaves, 
who are now devoted Bando 
Goras. This place will be 
crawling with them—a 
hypothesis you've already 
proved! 








Once through the knife 
continue point, the second 
“wall door* opens, leading you 
into a lower, but almost 
identical hangar. As with the 
first area, bring fire to these 
brainless freaks, then boost 
toward the hangar's far end. 





As before, the balconies hold 
a couple of Bando Gores 
(usually dropping down to 
intercept you), and the right 
balcony contains a bacta fluid 
vial. Clear the balconies, then 
drop down to the floor. 





Rush to the far end of the 
hangar and locate the control 
switch. Make sure you're 
about five seconds away 
from a mauling, or foes will 
catch you in mid-switch 
press. Press the switch. 





Quickly boost up to avoid an 
attack from behind, turn 
around, and battle (or boost) 
back to the hangar’s other 
end. Another wall door has 
now opened (Map Location 
#3), and the glass tunne! 
winds downward. 








Boost down to the corner of 
the tunnel, and burn the three 
Bando Gora charging in. Next, 
finish the Bando Gora captain, 
a more impressive foe with an 
ornate skull and staff. 





Run down the ramp, making 
sure you're not followed by 
Bando Goras from the hangar 
above. A second captain lurks 
in this area. Destroy him 
quickly, at the top of a large 
metal ramp leading down. 





Three alcoves are on either 
side of the ramp, and all six 
hold a Bando Gora with 
ranged beam weaponry. Boost 
and land next to each one and 
torch him, or use the sniper 
rifle from a distance. Find 
bacta fluid vessels at the right 
side end alcove. 





Go down the ramp and run 
through a wide connecting 






tunnel. Ignore Roz 
pleading. She wan 
quit the hunt, but you‘ve come 
too far to give up now. You're 
about to enter the 
mausoleum. 





The immense buildings tower 
on either side, but despite the 
maze of structures, 
negotiating this area is 
simple—just move along the 
central road. 





As soon as you're out of 

the tunnel, turn right and run 
up to the enormous ornate 
gate. Behind it is the 
Mandalorien feather—take this 
when you gain some height 
Head here later. 





Head along the road, avoiding 
the huge potholes that can 
cause you to become stuck 
and prone (and therefore an 
easy target). At the first 
building alcove, burn or shoot 
a Bando Gora shooter, then 
demolish a Bando Go 
running in from the left. 











Farther down this row is a 
captain on the right side. Burn 








him down, the 
ground, eventually disturbin 
another Bando Gore firer. M 


short work of him, and pass 2 
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You reach a metailic grating on Snipe the firer from this Drop down, heading left on Land on the roof with the fire 8 

either side of the ground (Map position. He is high atop a the other side, and drop to on it, passing the giant ship- =) 

Location $4), and another . Metal structure, a bridge to . almost ground level, staying . mast. Land on two more roofs, 

Bando Gora firer in a left side : the deadly lake of mists. Don't : to the fer left wall. As you : stopping to tag a Bando Gora ° 

alcove. Deal with him, boost ; jet up here yet—you have a : land, blast the captaincoming =: firer with a sniper bullet, then 

through into the far partofthe = feather to find! Instead, boost =: out ofthe firecrypt.Thenrun, : land on his perch. Take the os 

mausoleum, and avoid the : above the alcove and claim : turn right, and head to the : bacta fluid vessel. Continue m 

deadly mist coming from the : bacta fluid vessels. : huge gate. : along the left side of the 

potholes in the ground. : : =e ? mausoleum. =) 
; : a) 

jal 





f = Se 
? At the top of the alcoved : Pick up the Mandalorian : 
Boost up to a larger room ? crypt, turn right, and move : feather from just inside this : Boost onto a roof, then turn 
along the ruined left wall, : back along the rooftops. Boost : gate. Retrace yourstepspast | right and land on the roof with 
dealing with a Bando Gora : ground the huge coned spire, : the smoldering captain, and up : the four metal spikes on each 
there, then boost across to the =: and land on the rectangular ? onto a higher rooftop. Turn left. : corner. Ahead is the entrance 
opposite side to deala death = roof on the other side. Then : : to the lake bridge, and you 
blow to a firer. Between you = boost up to the arched roof. must defeat a captain (and a 


and your foe is 2 small stone firer if you ignored him earlier). 
surrounded by mist, with 


ecta fluid vessels to collect. 





Now boost toward the large 
: : partial bridge spanning the 
Boost down to the stairsand =: ground below. Use the bacta 





tower on the other side, then : fluid on the edge of the bridge : Once the flames are burning or 

continue to boost up the ? to gauge your distance. When the sniper rounds are fired, 
Head up the immense wooden : circular structure and onto = you land, move around the ? boost onto the narrow platform, 
ramp, turning night halfway up: =the flat roof. Find another ? gigantic spire building, and and run to the hexagonal cog- 
to deal with a Bando Gora firer. : bacta fiuid vial here. Boost ? over three more roofs. : like platform ahead. Boost 
Enter the structure, and claim : off, over another roof, and : : upward from here, emerging 


onto a circular balcony. 


the Mandalorian knife continue : around the next. 
point. Now turn and face downs: 
the ramp. Boost off the left 
side, onto the roof of a crypt. 





Take care of another Bando 





AL > a 
Gora on the roof with the aw me . 


Drop down to the left here, : huge spike, then boost to the : Run around the balcony until 





and find a captain. Burn him, ? smaller roof with bacta fluid ? you spot a hole in the ceiling, 
: then boost into a roof aicove : floating above it. You arenow : and boost up it, clamber out, 
You're attacked from a Bando : with a Bando Gora firer. Take ? on the left side of the ? and watch your step! Move to 
Gora firer from high above, : care of him, and work your ? mausoleum, on the other side : the right of the central mast to 
and 2 captain fromthe alcove : way over the cathedral-like ? of the giant stone skull. : a ladder. 
in front of you (Map Location =: rooftop. i i 


#5). Move around the side of 
the alcove to avoid being shot, 
nd deal with the captain, or 
Oost away and ignore them. primagames.com 
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Ascend the ladder, heading to 
this mast's zenith, and turn 
left. Follow the narrow series 
of metal planks off the mast 
(Map Location #6), and out of 
the mausoleum, into a giant 
connecting chamber. 


A tearful Rozatta trades reminis- 
cences and self-deprecation 
while you run around the 
snaking chamber. Run toward 
the emanating mist, around the 
corner, and into a Mandalorian 
knife continue point. Welcome 
to the death lake! 


A series of steps descend 
down to the lake. On the way 
down, torch the captain under 
the second step and the Bando 
Gora firer under the fourth 
step. Stop at the bottom. 


Snipe the Bando Gora firer on 
the stone block ahead and to 
your right. Boost left, onto the 
circular building's roof (Map 
Location #7), and survey the 




















lake. Incredibly precise 
boosting and landing is 
needed! Turn and boost onto 
one of the narrow jutting 
stones ahead. 


for more than 
boost aw 
the many j 





Bring out your twin blasters, 
take out the Bando Gora 
closing in on you, and boost 
to the half-submerged roof 
with the four spikes on it. Now 
turn left, and boost to the 
spiky platform with the bacta 
fluid floating on one end. 





Slay a captain and more dead 
monks that appear. The 
“spiky” platform is actually a 
large fallen statue. Boost from 
the left side of it, and land on 
the man-sized coffin with the 
torch next to it. 





Now boost through the “rib 
cage” of stone (Map Location 
#8), onto another sunken roof 
with four spikes on each 
corner, and deal with another 
captain. Deal with or ignore a 
few more Bando Goras. Now 
turn to the “rib cage” 
structure. 


Boost onto the first “rib,“ then 
continue your precision 
hovering upward. Halfway up, 
a Bando Gora firer launches 
white death at you. 





Blast him with a sniper shot 
from range, or by using the 
twin blasters. Then reach the 
top “rib.” claim the sniper 
rounds, and boost onto the 
roof of the catacomb tower. 
Drop down the hole in the roof. 








Inside the catacombs, drop 
down and take the heavy 
blaster, the Mandalorian rage. 
and the bacta fluid crate if you 
forgot to boost before you 
landed. Head down into the 
square-shaped catacombs 
entrance, and lay waste to four 
Bando Goras and the captain. 










Enter the large circular crypt 
with coffins adorning every 
wall. Pump heavy blaster 
rounds into the four Bando 
Gores that appear, or preferably 
save this ammunition and torch 
them. Do the same to the 
captain, and exit the crumbling 
hole in the opposite weil. 





Ascend the ramp into 2 
second crypt. and burn down 
the four Bando Gores and the 
Captain that flounder about in 
this region. Pass between the 
blue torches, and waste 
another Bando Gora and 2 
captain 2s you reach the area 
of the catacombs with light 
streaming in from above- 


Boost vertically, up and onto 
the exit ramp from the 
catacombs. Burn down the 
captain, and run to th 9 
Montross’ ship 


Boost off the edge 
ramp, and land on th 
nearest coffin. 
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Destroy the two Bando 
then boost onto a h 
tombstone, heading in the 
ship's dire : 
landing on one of 
coffins near the torches (Ma 
Location #9). Jump onto the 
ship's entry ramp. 













Run up the ramp, through the 
cargo doorway, and into 
Montross’ hold. He's left a 
coupte of prized objects. The 
first is a bacta fluid crate, and 
the second is a load of cluster 
missiles. ignore the ladder, 
and head down the ramp. 





Boost back to the first coffin 
you landed on, looking out for 
more enemy incursions and 2 
distant bridge. Boost on top of 
the nearby tombstone, then 
boost again to the tall thin 
piece of rock 





Boost across to the lower 
tombstone, then down to the 
coffin, and face the bridge. 
With a full jet pack, boost to 
the upright coffin near the 
edge of the bridge, and land 
on it. Now boost to the bridge. 


Don't fall off this bridge (Map 
Location #10)! Run through the 
Mandelorian knife continue 
point. Rozatta radios in, and 
you listen as Montross lands 
and she attempts to bargain 
with him. This is Roz's last call. 





Montross, has of course, shifted 
his priorities from Toydarians to 
Dark Jedi, and is already ahead 
of you. Boost and drop to the 
lower portion of the bridge, and 
run across to the far side and 
Gate to Vosa's Tempie! 
Montross is waiting for you! 





Clad in ceremonial Mandalorian 
battle armor, Montross has 
reached the gates to Vosa’s Lair 
before you. The preparations 
are complete, but you cannot 
allow Montross to succeed. 
Facing each other down, Jango 
and Montross prepare for a 
battie to decide just who is the 
most feared bounty hunter in 
the galaxy! 





Being a skilled Mandalorian 
warrior, Montross relies on a 
similar attack pattern to your 
own, preferring to pepper a 
foe with rapid blaster shots 


and shooting off large missile 
salvos while staying at range. 
Montross is also skillful at 
airborne dodging antics, so 
some attacks may miss him 
(such as missiles launched as 
he ascends). 





This is a fight to the death— 
there are no bacta fluid vessels 
to take—only jet pack fuel atop 
the circular debris surrounding 
the sacrificial mound in the 
middle of the arena. These fuel 
canisters don't regenerate— 
remember this! 





Boost left and right, dodging 
Montross" blaster fire, and 
land on one of the circular 
structures. Select the cluster 
missiles you found in 
Montross’ ship, and aim them 
at Montross just as he lands. 





This is an excellent way to 
diminish Montross‘ health, so 
wait until he's finished flying 
around, stay at mid-range, 
wait for him to stop or stop 
dodging (or predict this once 
you've watched him), and fire 
missiles into him. 





Then blast him with your twin 
blasters or the heavy blaster 
you picked up in the catacombs. 


Do not attempt to use the snare, 
flamethrower, or darts, as these 
have limited (or no) effect. 


Objective *2 
Completed! 





Don’t get in too close, or 
receive a missile yourself, as 
you'll be knocked down and 
damaged. If Montross is near 
enough, he'll stomp his boat 
into your stomach. Keep far 
away from him, but not at 
extreme range. Stay on the 
circular structure for height. 
Continue to blast and launch 
missiles until Montross falls in 
the middle of the arena. 





Montross lies in the middle of 
the ceremonial arena, badly 
wounded and still defiant. As 
Montross tells Jango what he 
needs to hear, a shadow oozes 
from the ground, and attempts 
to claim Montross’ life. Jango 
walks away from the scene as 
Montross is devoured by the 
shadow warriors of the Bando 
Gora. Now nothing can stop 
Jango from claiming the head 
of Komari Vosa.... 
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Th 
7-2 | Jango Equipment Status: Online 
, Available Acquired during 
Equipment Initially? Mission? 
Jet Pack Yes No 
Fists Yes No 
Westar-34 Twin Dual 
Dallorian Alloy Blasters Yes No 
ID Scanner Yes No 
Gauntiet Whipcord (Snare) Yes No 
Mission Objectives Sa ee a 
Gauntiet Flamethrower Yes No 
1. Locate and enter Vosa‘s Temple Tiel Grae ae Yes 
2. Locate gold Mandalorian feather icon (Secret ob ve Sniper Rifle es No 
Jet Pack-Mounted Missile Yes Yes 
Guster Missile = No 
Turret No 
Heavy Blaster 2 ves 
Map Location ees Leer: sas sa 
Blaster Rifle o * 


Display Guide 
Location Location 
io! §PODuiation Scanner: Online. Jango Fett Powerup 

Rock boulder and Pickup Status: Online 


Rock boulder Acquired during 








(sniping position) : Powerup/ Pickup Mission? 
Fallen boulders - Bacta Fluid Viel i 
(blocked gate) 3 Bacta Fluid Crat Yes 
Tunnel exit 5S Sriper Rounds ll 
Boosting point to Toxic Darts No 
feather . * 
Debriefing Information Thermal Grenades 
Island to door below (one or three) es 
The rocky path that once led mourners to @ 
Small chamber with hallowed place of grieving now leads the Standard Missle Yes 
hole in ceiling doomed followers of the Bando Gora to their Guster Missile D 
Bridge master. sh Lt is ane with the aay Jet Pack Fud No 
: remains of those who tried to escape from, or Mandalorian R - 
Bridge gap those who tried to capture Komari Vosa. —_ = 
Ledge to temple Jangos Gow - 


entrance 








Mission Overview 


ue 









The massive citadel of Komari 
Vose stands twisted and 
perverse, as if feeding off the 
torment of those the Dark Jedi 
Master hes enslaved. Asa 
Giant beast flaps off into the 


ether, remember this 


bullding—<his ts where your 
final battie will commence! 





Run to the corner of the rocky 
path you're on, and peer 
around the corner. Ahead is 2 
Bando Gora, standing on the 
far side of a boulder. Switch to 
your flamethrower. 


g 





| 


One wrong maneuver, such as charging too far ahead, or failing to learn where the Bando Goras lurk 
(especially when negotiating the massive series of misty islands) leads to an impromptu plummet. Time 


your time here, always retreating, taking down everything that moves, and knowing when to use specific 


weapons (such as missiles on the terrodaak, but not on Bando Goras charging you). Despite your best 
professional! takedown efforts, you're still overwhelmed by the dark deviants at the mission's end. 


As with the Bando Goras you 
encountered previously, groups 
are susceptible to fire. Move to 
the boulder area and flame the 
three Bando Gores that run in. 





Keep running along the rocky 
floor, and boost to the top of 
the next boulder (Map Location 


21). The three Bando Goras 


hiding nearby can't hurt you 
here. Aim down and dispatch 
all three, then ready yourself 
for a Bando Gora onslaught. 


Directly above you, on the left 
side of the rock wall, is an 
alcove accessible via your jet 
pack. Inside is a Mandalorian 
rage, which you can use to 
clear the next area of shadowy 
fiends. This is a great sniper 
point, too! 





Head toward the widening 
ground path, and take care of 
two Bando Goras and a 
captain. Land on the rock in the 
corner. Don't venture too far 
forward from this point, 
because more than a dozen 
Bando Gora are about to attack. 





boost forward to the next one, 
aiming your flamethrower 
below as the band of Bando 
Goras close in. Continue to set 
fire to these creatures, or wait 
until they congregate under you 
and drop a grenade on them. 





On the left wall in this larger 
path clearing is another alcove 
reached by boosting. Inside are 
two Bando Goras (who 
sometimes drop down to 
attack). Land and destroy them, 
and collect the grenades. Here 
(or the rock below, Map 
Location #2) is a great place to 
aim and throw them! 




















’ 
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The Bando Goras that 
dropped down from the 
tunnel cannot climb back to 
your location, so ignore or 
blast them at your leisure. 
Now carefully walk to the 
tunnel's corner, executing 
another Bando Gora. 





Now spot another alcove, high 
above the ground on the right 
rock wall face. Bring out your 
sniper rifle, and see a Bando 
Gora waiting for you. Either 
tag him with your gun, or 
boost to the rock underneath, 
up into the alcove, set fire to 
the beast, and claim the bacta 
fluid vessels. 


A Bando Gora firer and four 
cohorts are in this area. Stay 
out of the range of the firer, 
and wait for the others to 
charge in before you flame 
them. Then turn the corner 
(Map Location #4), boost over 
Massive boulders (Map to the firer, and burn him. 
Location #3) block the main 
entrance to the citadel 
grounds. Tthe only way 
forward is via a square- 
shaped tunnel entrance 
above and left of the gate. 
However, half a dozen Bando 
Gora wait up here. 


disastrous 
Gora ca 


before you cat 





As you move up the 
boulders, Bando Gora 
drop down to attack 
you, so keep moving 
and out of reach. 
Boost directly up, but 
not into the tunnel, and 
more drop down. 
When only a couple 
remain in the entrance, 
boost into it and 
defeat them with fire. 






& Run past the Bando Gora 
Y firer's remains, turn the 
left corner, and pass through 
the Mandalorian knife 
continue point. With no 
enemies behind you, peer out 
onto a vast and impenetrable 
chasm. Falling here spells 
instant doom! 













A rock juts up from the mists 
below. You're headed here, 
but first boost down and to 
the right, to a ledge at the 
base of a massive door. Duck 
as you land, and burn the two 
Bando Goras. 
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Once the threat has gone, pick 
up the missiles and the bacta 


fluid crate, and view the 
twisted landscape. Either 


snipe the two Bando Gora on 


the mushroom-shaped 


platform ahead, or boost onto 
it and bring on the flame. 





Pass the ominous pile of bones, 
and survey your next leap of 
faith. Boost across the void, and 
land on the small upper ledge 
with the torch to the night of it 
if your landing isn't precise, just 
land on the flat platform lower 
down on the right. 





From your vantage point, you 
see 10 Bando Goras on 2 
rising narrow slope ahead. 
This is a perfect spot for a 
precise grenade throw. 
Alternately, boost down (or 
across if you're on the lower 
platform) onto the base of the 
path, grab the bacta fluid 
vessel, and flame on! 





Run to the top of the winding 
path, and stop next to the 
bones and the torch. Boost 
across to the rectangular rock 
ahead, with the single Bando 
Gora standing on it. Snipe 
from the previous rock, hope 
the foe falls as you land, or 





The pathway continues 
downhill, and ends at 
face with a bacta fluid via 

floating nearby. Before you 
slide into the two Bando 





i a 





At the end of the path (Map 
Location #5}, turn right, and 
boost around the rock wali, 
heading for the lower ledge 
ahead of you. with the torch. 
Use the boost in fits and 
bursts to conserve fuel, and 
land on the ledge. 








Move up around the right side 


of the ledge, and boost to an 


upper ledge with grenades 
ing on it. Take these, 
boost straight up, and check 
ions of three Bando 
wider platform. 
2 flamethrower 









sh, use this on the 
ando Goras standing on 
xt ledge. Or, boost over, 
d crouch, then flame 
em into the earth. Move to 

e far edge of this platform 

fap Location #6), and watch 
fing terrodaaks. 











Ahead is 2 gate leading to an 
island sanctuary, now turned 
into a place of filth and 
disquiet. Six Bando Goras 
guard the arched door. Blow 
them all up with one carefully 
thrown grenade. Then boost 
onto the ledge. 





if you decide to risk it all and 
land on the ledge, there's a 
lower, narrower ledge under 
this one, which you can use if 
you're swamped. With the 
Bando Gores gone, head 


through the Mandalorian knife 


continue point and the door. 





Watch for rear attacks, and 
jump onto the boulder inside 


this stone chapel. This room is 


filled with 10 captains and a 
couple of struggling Bando 
Gora. Lob a grenade down to 


soften them. 





Watch out because the 
boulder you're on can be 
clambered on! Try flying 
about with your blaster 
firing, or unleash your 
flamethrower until every 
captain collapses. Then exit 
through the arched door. 





Bando Gora pour through the 
far door, so inspect this 
second chamber, but only 
after you take the bacta fluid 
vessel in the far right corner of 
the first chamber. Start 
flaming the six Bando Goras 
behind the door. 





A Bando Gora firer is to the 
right of you, behind a pillar on 
the flat side plinth. Blast him 
with fire, then mop up the two 
more foes on the left side of 
the room. The gate ahead is 
blocked by fallen debris. 





More Bando Goras come 
streaming in from the room's 
far left corner. This is worth 
investigating, but only after 
you've burned through 

these tortured souls. When 
another six fall, run to the left 
plinth end, drop down to the 
right, and go out a partially 
hidden door. 





Head into a third chamber 
(Map Location #7), and 
prepare for evasive aerial 
action! You have few safe 
places to stand, so boost 
quickly up and left, landing on 
top of one of the stone pillars. 
Do this immediately! 












Twelve Bando Gora occupy 
this enclosed space, making 
usual combat almost 
impossible. Land on the left 
pillar in the middle of the row, 
and take the Mandalorian 
rage. This helps, but use it 
wisely. 


JIE} SBSOA 


Ignore the beasts on the 
ground, and boost up to the 
alcove at the top of the rock 
pile. While enraged, blast the 
two Bando Goras guarding 
this area, and turn around to 
view the entire room. 






larehalalem egeltie)(- mii tam st-1a16[e) 
Gora on ledges? Then land 
on the ledge, immediately 
drop off the side and hang 
there. The charging Bando 
Gora move at you, then fall 
off the ledge. This way, you 
don't receive a pummeling! 
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You land on a Mandalorian 
knife continue point, and get 
swarmed by enemies. Either 
boost before you land, and 
start blasting, or land and 
burn them. Note the bacta 
fluid crate behind and to the 
left of your landing spot. 


If you look at the chamber 
from this vantage point, you 
can see a circular opening 
with bacta fluid above you, 
and an opposite alcove with 
grenades. Move to both items, 
optionally dropping a grenade 
onto the assembling Bando 
Gora mass below. 





Slide down past the wraithlike 
statues, and onto the remains 
of a ceremonial bridge (Map 
Location #8). Remember this 
structure has gaps, so land near 
them, but don't fall through 
them! Engage two Bando Gores 
Back at the first alcove, atop instantly. Then advance. 
the boulder pile, look for the 
square grating, and use your 
cutting torch to carve into it. 
Stoop and move inside, into a 
small chamber with an 
opening in the floor. Drop 
down through. 





Don't fly too far forward, or 
you'll be hopelessly swamped. 
Ahead are four captains, just 
before the first archway. Pick 
them off with blaster and 
boosting combinations, or 
burning. Remember to back up! 


: a 5 5 Py 





watch out for a Bando Gora 
firer on your right. Step back, 
and deal with the two other 
Bando Goras without being 
fired upon, then use a sniper 
shot or a charge and burn tactic 
to take him out. Bacta fluid is 
on the left side of the bridge. 


Run across the bridge to a gap 
(Map Location #9), then boost 
across to the other side. You 
may wish to reconsider this, 
as eight Bando Gora come 
charging. To be safe, snipe 
them all from the first bridge 
portion, then boost over. 





You can also use your 
flamethrower and run across, 
under the archway. Boost to 
the final bridge portion from 
here, or run down the ramp to 
the left, drop down, and 
secure bacta fiuid from a 
ledge under this bridge area. 





From here, boost forward and 
drop to a ledge underneath the 
far bridge support. Make light 
work of the single foe, then 
stop. Behind you is a second 
ledge, underneath the one 
from which you just came. 





Boost down to this plinth, take 
the bacta fluid crate, then 
boost to the lower ledge on 
the far bridge support. Bando 
Goras drop to intercept, so 
bring out the flamethrower, or 
boost vertically upward. 





Boost up and grab a tiny hand 
ledge. Boost again, and you 
reach the bridge level (Map 
Location #10) and the grand 
entrance to Vosa’s outer 
sanctum. if you didn't inves- 
tigate the lower ledges, six 
Bando Goras need frying. 


Objective *i 
Completed! 





Step up to the huge doorway 
ove through a short 

The far door opens, 

revealing shadowy forms, ail 
waiting to attack. Plow into 

this room with guns blazing! 





When you enter the room, you 
are set upon by countless foes 
from the shadows. Just 
survive for around five 
seconds until the screen fades 
to black. There's no way to 
avoid this fate—you'v 
captured, and you're 
meet a Dark Jedi und 
Ss 





= “You Will Be My Slave" 
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afte strapping him down. The sounds of approaching : Switches to Jango, blasting his shackles off. Jango immediately c- 

footsteps and chuckling laughter echo around the torture : grabs his twin blasters and pushes Vosa back with a volley of a] 

chamber. mixing with the sme of burning flesh. : shots, which she defends with ease, but retreats. 5 






: “Were even now" gasps Zam. wounded and lying on the 
: ground. Telling her to save her strength, Jango holsters his 
she wes a Jedi she must have cut down 20 of Jango’s kind = blasters, fits his jet pack on his back. and places his helmet on 
hersef. She mockingly congratulates Jango on finding her. > with grim determination. "Back in a minute" he murmurs. 





Knocking his head back with a force wave. Vosa straddles 
Jango and threateningly orders him to reveal who hired him 
Gaining information is something of a challenge, but the Bando 
Gore have weus of weakening the mind. Soon. she whispers. 
Jango will be her slave 





As Jango struggles at his shackles. Vosa senses another 

approaching. and calls out Zam who wes preparing a sneak 
attack behind Vosa She draws her blaster. and the Bando 
Gora run forward. Vosa halts them with a flick of the wrist 





Zam biasts the two Bando Gora and ie Konica aia nie 
she should fire at As Vosa powers up two red lightsabers. 
Zam fires at Vosa. but the shots are reflected, and one 
knocks Zam back off her feet 
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Map Location 
Display Guide 
Location Location 
Number Description 


Mission Objectives 


1. Defeat Komari Vosa 


2.0 e 


Jango Equipment Status: Online 
Equipment intial? Mission? 

Jet Pack Yes o 

Fists Yes No 


ID Scanne Yes No 
Gauntiet Whipcord (Snare) es io 
Gauntict Hamethrower es o 
Thermal Grenade Yes No 
Sniper Rifle es No 
Jet Pack-Mounted Missile Yes No 
Turret No No 
Heavy Blaster es 


Debriefing Information 





Acquired during No souls who enter Vosa’s Citadel leave—at least, not 

Powerup/ Pickup Mission? with their minds intact. Hordes of shadow assassins are 

& ay entranced and enslaved by this deranged Dark Jedi. It is 
Gacte Faid Vial = also from within these halls that Vosa secretly 
Bacta Fluid Crate Yes commands her ever-growing cult. 
Snipe Rounds No 
Toxic Darts Yes Mission Overview 
Thermal Grenades A = The stale air 
fone or three) Yes 2: and narrow 
Standard Missiic No stone walls make 
Guste Missiic No combat even more 
Jet Pack Fud No promeees, as 

: there's little room 
Mandalorian Rage ses to maneuver away 
Jango’s Gear No from the waves of 





KOMARI VOSA 





pessage, take the heavy biester 
lying behind you. You find 
another heavy blaster later, so 
you can store or use it. 





he faceless masses soon 
leap upon you. Run forward, 
boosting over any in the 
small chamber ahead, and 


turn right. 





Bando Gora 
attacks. The best 
plan is to back up and fire, or use your 
flamethrower. Follow Vosa as she leads you 
through her citadel. When you gain an 
audience with her, remember that she's 
quicker than you. You need a weapon to 
slow her down and tie her up before 

¥ ; victory can be ensured.... 


Run to the end of the almost 
identical passage, and into the 
Mandalorian rage power-up. 
With your new-found invul- 
nerability, turn and blast (or 
burn) the eight Bando Gora, 
and the captain that appears 
from side passages. 


When the last immediate 
Bando Gora fades, head 
through the arched opening 
and down a narrow corridor. 
On the way, you pass a couple 
of rusty locked doors. At the 
far end, turn left, and prepare 
for more fighting. 





If you can't reach the rage in 
time, you can boost over the 
Bando Goras' heads, and land 
on top of a jutting doorway 
(Map Location #1), giving you 
more time to plan your attack. 
Quick strikes with your 
blasters are favored. 
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Blast the Bando Gora waiting 
to the right, along a branching 
corridor, then strike down a 
second. Pass the junction, turn 
left, and run to the far end of 
the connecting passage. The 
door at the end is locked. 









On the way to the dead end isa 
small alcove that's easy to 
miss. Inside is a bacta fluid 
vessel. Quench your painful 
thirst, and head back to the first 
junction you passed. This leads 
to a pair of imposing doors. 
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Boost onto the top of the 
structure, and face the 
remnants of a courtyard on the 
far side of the room, where 
Vosa leapt to. Wait for your jet 
pack to refill, then boost to it, 
landing on the flat ground. 


a5 4 = 4% 

Sg iS A 
There's Vosa! She appears in 
front of you and can shrug off 
considerable damage (try the 
flamethrower) before somer- 
saulting backward to the far 
side of the huge chasm-like 
arena you've appeared in. Let 
her flee. 



















Did you miss your landing and 
slide down the debris-covered 
slope? You'll land on a narrow 
ledge, usually with a couple of 
Bando Goras following you. 
Burn these monsters, and don't 
try to boost back up to the flat 
ground—tt's too high. 


The stinking mire at the base 
of the two massive structures 
flanking either side of this 
chamber is deadly, so do not 
drop down into the mist under 
any circumstances. Instead, 
boost left onto the ledge 
around the left structure (Map 
Location #2). 





Instead, face the entrance ledge, 
and boost to the narrow plinth 
underneath it. Then boost 
directly up and back onto the 
starting ledge. Then repeat your 
journey, and be more precise 
when landing on the other side! 





Once at the courtyard ledge, 
attack any Bando Goras lurking 
in the gloom, and run through 
the Mandalorian knife continue 
point, just before a grating. 
Check your health, and return 
to claim the bacta fluid crate 
when you really need it. 





Bring out your cutting torch, 
and cut a bounty hunter-sized 
hole in the grating. Kick it 
through, step into a covered 
catacomb room, and prepare 
for an almost instantaneous 
attack from the left. Back up 
into the courtyard. 





Around eight Bando Gora 
lurk inside this chamber, and 
you can fight them in or 
outside the grating you 
kicked through. Using the jet 
pack to boost away from 2 
mauling is an excellent tactic 
from either room. 





Now fully explore the 
catacomb chamber, taking the 
bacta fiuid vessel in a far right 
alcove. As you turn the corner 
into another passageway in 
the far right area, four more 
Bando Goras come screaming 
out at you. Retreat and fire! 





A second catacomb chamber, 
with pillars, is alive with 
Bando Goras; there are four. 
plus two bestial captains. 
Head to the first catacomb 
room, and use the pillars as 
cover as you circle around 
them blasting. 





At the far end of the pillared 
room is another long. thin 
door. Open it up and run 
inside a narrow passage. This 
leads to another pillared 
room, with more deviant 
cowled ones attacking from 
the left. Boosted circle-strafing 
and biasting, if you please! 





After six more Bando Gores 
have dispersed, tackle any on 
the mound of rocks, and 

im t the beck of the 
chamber. A rockfall biocks an 
exit, near a bacte fluid crate. 
Take this, then stand atop the 
mound (Map Location #3). 





Peer up at a hole in the room's 
ceiling where the rocks fell in. 
Boost up, pulling yourself into 
an upper rock chamber, then 
instantly defend yourself 
against a couple of Bando Gora 





behind it. Run 
turn, so you 
against 2 wall. 





Once through the door, you 
arrive at a T-junction. The left 
passage eventually leads to 
Vosa. Turn right, run to the 
dead end, and claim more 
becta fluid vessels. 


Run left to the corner, then 
turn right. Six Bando Gores 
lurk eround the next left 


Passage junction (Map 
Location #4). Go back the 


way you came, as enemies 
pour in from both passages 


ahead of you. 


move ahead, turn right, and 
run to the far end of a dead- 
end corridor. Take the bacta 
fluid crate, and the 
Mandalorian feather! 


Secret Objective 
Compieted! 





Move back to the junction, and 
step through the opening, into 
the Mandalorian knife continue 
point. f seems as though 
Komeari Vosa has taunted you 
enough, and she appears in the 
entrance to her inner sanctum. 
After preparing a few choice 
words for you, she launches 
herself straight at you! 


=48 Battle Commencement! 


faster than you. One of the 
first attacks she launches is 
is 


p, straight at you. This i 


oO W ¢ 


a 





If you don't, she'll knock you 
over. Vosa charges you with 
both lightsabers whirling 
about her lithe form, knocking 
you back and sending you 
sprawiing. You cannot take 
many of these hits—it is 
imperative to avoid them. 








Vosa also likes to use the 
power of the Force to aid her 
maneuvering, and to this end, 
she can jump and leap with 
incredible dexterity, making 
her next to impossible to hit. 
Wait until she finishes her 
movements before attacking. 





Finally, Vosa can deflect your 
blaster rounds with ease. Fire 
off a weapon, and Vosa either 
ignores it and charges you, or 
stands and whirls her 
lightsabers, repelling the shots, 
sometimes back into you! Stop 
firing when this happens. 





Vosa does have a weak spot, 
but it takes careful and precise 
flying to defeat her. Once the 
combat begins, boost over her 
head, moving to the alcove 
inside the two staircases. In a 
doorway to the left is a 
Mandalorian rage. 





Don't use the rage to 
commence combat, but to 
move up the steps, through 
the doorway at the top, into a 
corridor leading to two doors 
(Map Location #5), then into 
Vosa’s inner throne room. 
Even when enraged, you still 
can be knocked down. 























This larger arena allows you 
to avoid Vosa's charges and 
keep an eye on her. Note the 
bacta fluid vessels in this 
chamber and back at the 
entrance to the sanctum— 
return there to claim them if 
the battle goes poorly. 
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Komari Vosa hasn't bargained 
with your ingenuity, as 
there's a relatively pain-free 
way to end her rule over the 
Bando Gora. Continue 
combat until Vosa 
starts deflecting 
your shots. 

Then enter your 
inventory, and 
choose the snare. 
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? This time, bring out your twin 
: blasters or the heavy blaster, 


? throw a grenade, missile, or 

? other ordnance. This whitties 

: down her energy. Keep this up 
While Vosa finishes : until she frees herself. 
deflecting your shots, you i 
have a second to snare her 
before a charge overwhelms 
you. Make this count, and fire 
from close range. Vosa is 
now temporarily prone! Enter 
your inventory again. 











Repeat this tactic until the 
battle ends. If you don't wish 
to snare Vosa, you can boost 
out and away from her when 
she charges, and try a flying 
circle-strafe while blasting her. 
This works, too. 


GTC: Vid Wadler ec] pods Ks ‘a enwrthg 
wounded Komari Vosa. "Which will it be. bounty hunter.” Vosa 
stutters through the pain, "dead, or alive?” He hasn't the time 
to answer—Vosa senses the presence of another, and is 
psychically strangled. 


Tyranus congratulates Jango, who spins around to aim his 
blaster, then lowers it Tyranus is impressed that Fett was 
able to defeat one trained in the Jedi arts, especially a student 
trained by Tyranus himself! Although once an excellent pupil, 
she was unstable. 


Fett is puzzled; Tyranus knew Vosa was here. Tyranus replies 
she was set to be a valuable ally. but instead became a 
liability. But if Tyranus could have easily dispatched her, why 
this elaborate hunt? 


: and let it rip into her. Optionally, 


: After you completely reduce 


: to spasm as her power seeps 
? from her prone form, and 
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Completed! 









Vosa‘s health, she falls into a 
maelstrom of Dark light, starts 


begins to glow red as her 
body prepares for e departure 
into the ether. The high 
priestess of the Bando Gore 
has fallen to your hands. 
Excellent work, mercenary! 


: Tyranus replies that it wes to find Jango. Fett requests the 
: reward immediately. but Turanus has a better proposition. if 
: hell come to Kameno. Tyranus wants Fett to be doned. with 
: Fett in charge of training then Jaster would be proud 





: These will be magnificent. perfect warriors. A chance at 
: refuse? Tyranus is correct but Fett has a condition He wants 
: the first done. unaltered. for himsef. The deal is struck 





Edie: Fam oul of MEIC GREEA and che axk= to <pit 


the bounty fifty-fifty. Jango tells her not to push her luck. and 
he carries her toward Slave I The beginning of a mighty dione 


army is about to begin_ 














Jedi Mind Tricks 
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Welcome. ruthless mercenary, to the area of the quide where 





















There's also a Notoriety Rating check. notes on the total number 
of credits you can earn. a full complement of cheat codes 
(Aurebesh transiation not withstanding) and even a secretive 






Follow the information 
presented in the walkthrough to 
collect credits throughout the 
game. The maximum number of 
credits available is 473,200C {not 
including boss bounties). To 
acquire this most total, you must 
capture every one of the 123 
“Dead or Alive” secondary 
bounties alive, and every one of 
d" secondary bounties with an execution. Consider 
axy's finest bounty hunter with this total! You can 
rrent credit earnings at the Game Stats screen. 


view your cu 





Throughout the game, access 
the Game Stats screen to view 
your success as a bounty hunter. 


The table states that there are 
120 “Live™ bounties {secondary 
bounties to be tagged and 
bagged "Dead or Alive"), but 
there are in fact 123, giving you 
the option to execute up to three 
"Live™ bounties and still reach the top rank. However, innocent 

dispatches {including rontos. droids, and bystanders) should be 


kept to 2 minimum; these are “non-enemy” units. 





Notoriety Ranking Chart 


Ranking Description Factor Determining Factor 

Level (Live™ Bounties) eee 

#1 Ulnmate Bounty Hunte 98% of the 120 ‘ive’ bounties captured alive You killed 25% or fewer non-enemies 

=2 Mendalore Warrior 99% of the 120 “lve” bounties captured alive You killed more than 25%, but fewer than 50% non-enemies 
#3 Cold Professiona 99% of the 120 “ive” bounties captured alive You killed more than 50% non-enemies 

= Bounty Hunter's Guid Member At least 50%. but fewer than 99% of the 125 


“ive” bounties captured alive 














* bounties 


BONUS ITEMS 
(—— | 


WLAADS OF “ME COAST CS CARDS 


The game contains four bonus 
item types, and all can be 
viewed in the Bonus Items menu 
before you start your actual 

aTTaMES mission. The four item types, 
and how each is unlocked, are 
detailed below. 


DORCET aT 


Wizards of the Coast TCG Cards 


You can collect 23 TCG Cards 
during the game. One card 
appears for every 
Mandalorian feather you 
collect. So, for example, if 
you've collected 10 feathers, 
you can view the first 10 
cards in the viewing screen. 
You can collect the feathers 
in any order. After you 
collect all 18 feathers, all 23 
cards are released. 





You killed 25% or fewer non-enemies 

You killed more than 25% but fewer than 50% non-enemies 
You killed more than 50% non-enemies 

You killed more than 50% non-enemies 

You killed more than 25% but fess than 50% non-enemies 


You killed 25% or fewer non-enemies 
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m™, Attention! Due to an 
SELECT LEVEL WE Aurebesh/Galactic Universal 
custenecomsarcenvess Language Translator 
> malfunction, the following cheat 
= codes have been received in 
. 









There are 55 comic book pages 
to unlock. For every mission you 
complete, three pages become 
i» available. After you finish the 

= final stage, all pages become 


Trade Federation script only! 
Please decipher these codes 
using your Aurebesh translator 
routines, or C3 protocol droid 
units. We apologize for the error. 





available, as shown in the : 
following table. : Please note! Any phrase with a 
: “space” between the words, cepeSerer 
: should be noted as two separate 
Mission C Total Unlocked : words. Input the codes (in — 
#1: Pit Fight Arena 3 : English) at the Code Setup 
#2: Merchant Row 6 : : screen. You will be informed if 
eae eet : the codes were entered 
#3: Docking B: 
ms sts — a — : correctly. The following table 
#4. Entertainment District 12 : shows the cheat codes available 
#5: Industrial District 15 : (both work on the PlayStation 2 
#6: Upper City ; ; 18 : and GameCube versions): 
#7: The Break In 21 Code 
#8: The Break Out 24 : 
= niocks Mission #1 
#9: The Escape 27 SVR NW GW Unlocks Miss 
#10: Jungle Trek 30 W1ZiMLV IVIL Uniocks Mission 22 
Ft; ona Compoune oe bOAYVIY O7X LX Uniocks Mission #3 
#12: The Death Stick Factory 36 
#13: Longo Two-Guns 39 SOW YADVE=IN Unlocks Mission 24 
#14: Tusken Canyon 42 MX LAV7&ELV<W Uniocks Mission #5 
#15: Gardulla’s Palace 45 = 
sedate YOUVNL7 VAN Unlocks Mission #8 
#16: Moon of the Dead 48 
#17: Vosa's Lair 51 V020 Unlocks Mission #7 
#18: Final Confrontation 55 o==<1 < 710 Uniocks Mission #8 
NS=t Viz Uniocks Mission £9 
Concept Art 
Sw loncCuw own Unlocks Mission $10 


There are 110 pieces of concept art taken from the various stages_ 
of game development. One page of art is released for every 3,000 : BAW V= 77 Unlocks Mission £11 


credits you earn in secondary bounty pay (primary bounties are 

not included). So, if you've collected 150,000 OWS 7 LY N= Unlocks Mission $12 

credits during the game, 50 of the 110 ON 7= linlocks Miccion #12 

pages can be accessed. The credits £ =<LOM oe 4 
VTESSIVAN 7 ON Unlocks Mission £14 

eV S=7 F7=—UOWM Unlocks Mission £15 






and art pages (in multiples of 10) 
are shown in the following table. 


Credits _ Pages Released 

as ; LOAL7ONMNEXF Unlocks Mission 216 
30,000 10 YONZING=77VI7T Unlocks Mission 217 
acne 20 SAT OINSEXF7F VINA Unlocks Mission #18 
90,000 30 : “3 5 
5 aoe 5s > NVVIEOONWEVIV7LM Unlocks alll of Chapter 
150,000 50 by VON AVL Unlocks all of Chapter £2 
oie = VO“3700NM Unlocks all of Chapter #3 
210,000 70 

240,000 80 FOV NOIVALY Unlocks ali of Chapter 24 
270,000 90 S=AVS==000700 Unlocks all of Chapter 25 
330,000+ 110 


LXAFZ=KNO7RAGRY Unlocks all of Chapter 26 
76 &cw= Unlocks all TCG Cards 
7 X7FIVTRBNN 7OO Unlocks afi Concept Art 


Outtakes I-VI 


Outtakes are the final bonus items. During the missions, various members of the Bounty Hunter cast flubbed lines, fell over equipment, or 
suffered ignominies too embarrassing to reveal ... until now! Each outtake series is released after a chapter is completed. To see Outtakes IV, 


complete Chapters 1. 





Mak@rng @ Big Ectrarce- Ohair Trouble: Mai- 
Momtross's emibar- functioning sitting 
Tass Stumble device 


"Lan I do a ittie 
physical...2* Sadistic 
Toydarian blast door 
beatdown. 


Duttakes Il! 


Outtakes [IV 





Too old now for 
Anakin: Montross. 
angry at Jedi 
Padewen unavail- 
ability 


Troubie with the prop 
mean: Jango exhibits 
Stress with his bettie 
armor Guring an 
bmportant Jet peck 
scene stecier~ 


Duttakes VI 


This galaxy isn't big 
enough: Line too 
goofy for even 
chiseled bounty 
hunter to murmur. 





Sniff: Polten problems Ooh, that had to 


Whet's my motivation: 


play hevoc with « HURT: Vose a fittice Ping-pong bail on 
fine! fight scene. too slap-happy with steik couses bellef- 
her prey. suspension problems. 





Star Wars® Bounty Hunter™ is full of strange little jests, and odd 
information for the eagle-eyed mercenary to check into. Below are 
some of the more subtie and amusing insertions. 


Designer Hover Vehicle 


A level designer's love for a 
certain American muscle car 
knows no bounds; his own 
vehicle with slight modifications 
{it can fly) is hidden in Mission 
#4. Look up and out in the area 
containing the Mandalorian 
feather to spot it. 





Gonk Deprogramming 


Bump into Gonk, the power droid, 
five times. He lets out 2 secret 
message: 2 series of beeps that 
is actually Morse code. The 
message itself declares his 
allegiance to one of the game's 
designers. The power droids in 
Star Wars® Dark Forces 2: Jedi 
Knight™ and Star Wars® Obi- 
Wan™ also display this 
rebellious programming routine. 





"Tm on the Hunt?: 
Montross hams it up 


and requests a hair 
stylist. 











Mystery Scene Mystery Scene 

Stealer, Part !: Bande Stealer, Part ll: Scene 

Gora Captain in on with Tyranus wrecked 

the action. thanks to Bando Gora 
waving. 





Nobody sees a Hutt 
without something to 
offer: My eyes! My 


Why, in every game: 
Montross larmpoons 
script editor for 


cheesy verbiage. beautiful eyes! 









The beast handler in Mission #1 
is obsessed with Devils Tower, 
the large rock in Wyoming. 
Check his chamber; the loony 
has a poster on his wall and has 
|} sculpted the mountain from his 
mashed potatoes. 


This is not the first time Devils 
Tower has appeared in a 
LucasArts game. In Indiana 
Jones and the Infernal 
Machine® (PC and N64), it was 
on the bonus leve!—Return to 
Peru. At a hard-to-reach location, 
indy had to play five musical 
notes in the correct order to 
unlock a hidden door. Inside was 
a living room, where someone had built a model of Devils Tower 
on a table. 


In Star Wars®: Battle For Naboo™ (Nintendo 64 and PC), the 
player could fly over a ridge in Mission 9: Sanctuary, and fly 
around a full-size Devils tower, with a power-up sitting at the end 
of a runway on the far side. 
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— etal. Prima’s Official Strategy Guide 
e18isi, are 
; = 4 — z = = 
ar rE! = Samnite Clubbing 
he § The locker room below the Outland 
Station gladiator arena holds the 
weapons of a different sort of gladiator. 
It's the sword and shield of the Samnite 


from the upcoming LucasArts game, 
Gladius®. 





Devils Tower was designated the U.S.'s first national 
monument in 1906 by Theodore Roosevelt. : 

According to Native American legends, the vertical : What's in a Name? 

lines on the towers were made by bears trying to : 

claw their way to the top. According to geologists, Devils Tow : Throughout the game are more Aurebesh messages on 
was formed when igneous rock intruded into sedimentar : everything from ribbons to crates. The floor in the Oovo IV 
of sandstone and shale. Over time, these outer layers e : feactor, for example, lets you know this is 2 reactor you're 
away, leaving the strangely shaped structure w : heading toward. Can you decipher all the messages? 


These Aren't the Leather _ Secondary Bounties. 
Jackets Youre Looking For 2 Hidden Aliases 





Some of the 150 secondary bounties have interesting additional 
aliases. Here’s a list of how some of the most-wanted criminals in 
the galaxy came to be named: 


In Mission #4, check out this sign in 
Coruscant. The Aurebesh script 
continues a long-standing LucasArts ike 

tradition. When translated into nd Fi or Vag 
English, the sign reads “I'm selling cxftZ NGS 
these fine leather jackets.” 





The phrase “I'm selling these fine 
leather jackets" first appeared in Indiana 
Jones and the Last Crusade™. At the 
time, Lucasfilm was selling sheepskin 
bomber jackets to company employees, 
and the team joked about this within 
the game, and in many games to come. 





' : 
Dug Dwellers Digs 
f In Mission #11, by the large 
~~, waterfall, is a cliff dwelling into 
which you can boost. Inside you 
find a teenage Dug's bedroom, 
and he's apparently a big 
Sebulba Podracing fan. He has 
posters on the wall and a 
Podracing bed. This is also the 
location of the feather secret for 
this level. 





Facing Up to an Easter Egg 


This Coruscant sign, found near the nightclub, features 
the face of the game's lead animator. 


A Grim Message 


This Coruscant sign, also found near the nightclub, 
is written in the alphabet of the Trade Federation 
(Aurebesh). It says “Calavera," a tribute to Manny 
Calavera, from Grim Fandango®. 


Monkeying About 


This sign in Coruscant says "Guybrush." This is a P= 
tribute to the swashbuckling hero of the Monkey : 
Island® series. 





Stay on Target 


Sharpshooters may wish to pay specific attention to 
one target in the Outland Station shooting range. Aim 
for the head if possible. 


“Fettish” © 1998-200 
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Bounty Hunter—Team Interview 
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=||% Twenty Questions for the Force Behind Star Wars Bounty Hunter 





Recently. Producer Joe Brisbois and some of the members of the Star Wars Bounty Hunter development team, took us on a verbal behind-the- 
scenes tour of what it took to bring the game to your PlayStation 2 and GameCube. Revelations abound, including the games influencing the 
team and what it wes like to work with Temeura Morrison (the voice, face, and body of Jango Fett). When's the best time to use a flamethrower? 
How many polygons comprise Jango? Does the team actually leave the office? These, and more important questions, are revealed below: 


Question: Take us through the inception of this title. Take us through The game was influenced by the Super Star Wars series in that they 
the process used to create the game, and the Star Wars games it was provided gamers with a lot of fast-paced and extremely fun gameplay. They 
influenced by- also did an excellent job of conveying the look, feel, and sound of the Star 


Wars universe into console video games, which is something we pushed 
hard to achieve in this game as well. Star Wars Bounty Hunter is really 
about fantasy fulfillment. It's about allowing the player to put on the 
Mandalorian armor, step into the Star Wars universe, and kick some 
serious ass. 






























@ How large was the staff on this project? Did it include any others 
from the previous LucasArts games? What are some of the past 
credentials of the staff working on this game (games, etc)? What are 
the main members of the team's favorite movies, food, TV, music, and 
video games? 


JB: The team that created Star Wars Bounty Hunter consisted of over 80 
people internally here at LucasArts (programmers, artists, animators, level 
designers, production, audio engineers, and quality assurance). We also 
ae an additional crew working on the rendered cinematics down at 
ndustna! Light & Magic, several sound designers working up at Skywalker 
se d, and an external composer, Jeremy Soule, working on the project as 
well. Not to mention all of the extremely skilled people in Sales, Marketing, 
ublic Relations, International, Business Affairs, Finance, Human 
sources, Facilities, etc. without whom this game would have never seen 
of day. 








Many members of the team have worked on previous Star Wars titles. 
€ include Dark Forces, Jedi Knight. Force Commander, TIE Fighter, X- 
[ Aonkey Island, Jedi Power Batties, Episode //: Attack of the Clones, 
Shadows of the Empire, Outlaws, Obi Wan (Xbox), Starfighter, Super Star 
Wars. eon Empire Strikes Back, Super Return of the Jedi, Rebel Assault 
, Battie for Naboo, Galactic Battlegrounds, Episode I: Racer, Star Wars 
The New Droid Army, and many more. 





“Chicken Vindaloo 
fan Mitham (Lead Artist): 


ek salmon 


Anything from La Folie 
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Q: What excited you most 
about the prospect of 
developing a game where 
the most infamous bounty 
5 -§ hunter of all time was in 

E by Tim Burton, Brouktast seat Tifany's |} the player's control? 
When We Were Kings Sse "4 JB: Jango Fett is a badass. 

: : He can kill Jedi with his bare 
hands. He's tailor-made to be 
a character in an action- 
packed video game. And 
delivering this character, with 
all of his weapons, and his jet 
pack, and his summer block- 
buster action moves end 
Capabilities ... the opportunity 
to deliver this to fans and 
gamers was very exciting, as 
well as challenging. 








: os remember, hasn't seen a movie 


The most exciting aspect 
of Jango, for me, was his jet 
pack. Not only does his jet 
pack allow for him to perform 
some great in-air feats, but it 
also allowed us to create 
some really fun combat 
possibilities for the player. lf a 
player locks on to an enemy 
target, they can then use 

their jet pack to fly around the 
enemy as they rain down a barrage of lasers from their dual blasters, or 
better yet, a stream of fire from their flamethrower—or a well-placed 
missile. And if the enemy fires back, Jango can perform an evasive move 
in mid-air as he continues to jet pack over the enemy's head. 


Q: What were some of the guidelines that you used to ensure that this 
game tied in with the Star Wars universe and the movies? How closely 
did you work with Lucasfilm? 


JB: We worked very closely with Lucasfilm, and specifically the licensing 
department, on Star Wars Bounty Hunter. Over the years, Lucasfilm 
Licensing has set up rules and guidelines that we must follow when 
creating or recreating Star Wars content. First and foremost ere the films 
themselves, which are the ultimate source of “canon.” But in addition to 
the films, we must keep in mind everything that exists in the Expanded 
Star Wars Universe, including the novels, comics, toys, card games, video 
games, etc. Everything to do with Star Wars that has ever been created is 
tracked and referenced by the licensing department. It truly is an 
impressive collection of information. In addition to the previously created 
material, we were allowed access (as warranted) to the script for Attack of 
the Clones, concept art, and early film footage. And we were able to ask 
George Lucas questions regarding Jango Fett, the Mandalorians, and more 


In the end, licensing has to approve everything we do, from our script, 
to storyboards, character design, etc. to insure that it accurately represents 
the Star Wars universe. 


Q: How long did this project take to complete, and what were the 
single most difficult and pleasing aspects of it? 


JB: The project took less than two years to complete, from the first mention 
of the idea to the product appearing on store shelves. The single most 
difficult aspect was the sheer size of the production. There was so much that 
we wanted to get into the game, but at some point the logistics and the 
realities of product development come into play and you have to be realistic 
about what you can accomplish. 


The most pleasing aspect is seeing someone play the game and have 
that first moment when they “get it.” Whether it's jet packing up into the 
Coruscant sky and firing a jet pack missile down into a crowd of thugs, or 
tying up a wanted bounty and lighting him up with the flamethrower— 
when you see that grin on their face, or see them tum to look for their 
friend so that they can share in the experience—that's the payor. 


@ Were there elements of the game that could not be placed into the final 
product? If so, what were these elements (enemies/levels/characters, 
etc.)? Were these ideas not implemented because of time or hardware 
constraints? 


JB: There are always elements that you wouid like to see in the game Dut 
that don't make it for one reason or another. And it's not always time or 
hardware constraints. Often, it's just that the idea doesn't quite fit in the 
game you're making. We had one level late in the game where you were 
going to go back to Outiand Station, except now it’s been destroyed by 
Montross and the Bando G Gora. So the station is plummeting through space 
toward the sun below, and Jango had to race in and get the info as to 
Vosa's whereabouts from Roz before it's too late. And the station is in 
flames and upside down. Seemed like e great ides. but when we began to 
build the level and place it in the game # just didn't feel nght. The 
Gemepiay at that stage in the game is much more advenced then H wes n 
the early Outland Station levels, end it tumed out thet flipping 2 level on its 
back just didn't provide the gameplay opportunities we were looking for at 
that point in the game. So the level wes cul. end more gameplay wes 
added to the levels surrounding it 








@ You have a huge universe to grab ideas from. Wheat were some of 
the ideas that didn‘t make it, and why? What charecters would you like 
to have seen used in the game that didn't make it? 


JB: We'd all like to have seen some of Jengo's competion show up im the 
game (IG-88, Bossk, etc.) But they just didn't ft 
Hopefully, we'll have enoth 
together. And, seeing as Jan 0 hes 
loved to see some extremely flemmebic Ewoks running around, but saain 
they dicin't really fit in the game 


nto th — 
jt 8) is st 










We explored some ional weepo 


ike Jango anymore 


@ Is Montross related in any wey to Han Solo‘’s chum that sports the 
same name? 


JB: No, no reletion between the two Mioontoss 
Q@: What is your favorite character or enemy or craft in the game, 
and why? 


JB: Jango Feit is my fevon 
Montross’ ship, the 
in his cockpit, and how 
there's 2 coaboum 
= beast of 














some amazing Character anumation 


@ What games were you 
influenced by in the 
creation of this title? 


move with th 
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Spider-Man, 
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of weapons an 
like Batman an 
Bond, but his 
should each serv 
purpose. We also 
the geme shou 
level of action 
shooting ma 
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animations and behavior that 

Sraphically, we looked more to 

; in, as well as the wonderful 
iph McQuarie, Doug Chiang, Joe 

ested the "look" of the Star Wers movies, not 

And of course, having been 

| often referred to 

f Star Wers Bounty Hunter 

wcs and fast-paced frenetic 
; Story-driven gameplay 

m for, especially in our PC games, the kinds 
. it to our console games 







@ Please teke us through en averege day at work (i.e., 8-30 wake up 
from under desk, turn on computer, render level, have tea, eat pizza, 
sob hysterically, sleep, tweak Ul, yell incoherently, go home ... etc.) 


f DU+ peope rigs 


le doing so seer 


team other than to 





A typical day for me 
would start at 8:15 down 
at ILM with the project's 
Girector, lead artist, and 
assistant producer to 
wetch dailies of the latest 
cutscene progress. We ail 
give feedback to the crew 
from ILM {usually minimal 
feedback, by the way. as 
they are an extremely 





"That one where you're riding a horse, 
| and there's guys on a train, and you can 
_jump on the train [Sunset Riders. 


discuss any issues or 
dependencies. Next, it's 
time for lunch—so I'll go 
get some sushi (you want 
typical, that's it} 


After lunch, meet with 
the project's assistant 
producer to discuss how 
the art team is tracking 
against their planned deliv- 
erables, and edit our plans 
as needed. Meet with our 
product marketing 
manager and the director 
to review the latest 
versions of print ads and 
Dox art. We seemed to 
demo this game quite 2 bit 





during development. which usually involved a walk down the “art wall" 
which was 4 long well of art that laid out all of the levels and many of the 
characters and was very useful as a storytelling aid. These demos were 
Gone for retailers, magazine interviews, company executives, etc. 


Then it's time for our weekly leads meeting with the project's leads 
(lead programmer, artist, animator, level designer, sound, international, 
director, assistant producer, and myself} to go over what everyone on the 
team is working on, see if anyone needs anything, and bring everyone up 
to speed on any new info. There are usually a few things to handle based 
on the leads meeting, end 4 status report is generated for use in another 
meeting the following day. 


Dinner is ordered in around 6:30 or 7:00. The size of the team drops a 
bit as we get into the evening hours, but there are still quite a few people 
hard at work on the game well into the night. After dinner is usually when 
!'l respond to emails, write up interviews (like this one—it's 3:25 a.m. right 
now), check in with Jon Knoles [director] and talk about anything that came 
up during the day that we might need to tackle, check in on some game 
websites, try to stay up to date on baseball scores, and start planning for 
the next day. Not very exciting, | know, but that's a typical day. 


Q: Is there likely to be another game after this one utilizing this game 
engine or storyline? And will this game appear on any other platforms 
other than PS2 and GC? If so, what differences are there likely to be? 
What differences are there between the PS2 and GC builds? 


JB: This engine is already being used in the development of other games. 
And hopefully, we'll improve upon it and use it for another game that 
allows us to continue the storyline we've created in Star Wars Bounty 
Hunter. This game is currently only being made for the two systems. 


The game wes developed somewhat independent of either system. 
imagine that the high-level, game-specific code is being written so that it 
sits on top of the console-specific/engine code that ties in to the 
GameCube and PS2. Then we have one version of the game code—the 
animation, Al, physics, etc. We then have two totally separate sets of 
platform-specific engine code (rendering, etc.) that tie the game code into 
each platform. 


There are a few visual differences between the two versions of the 
game, allowing us to take advantage of the strengths of each system. There 
is no difference in the gameplay or in the amount of content, though. 


For the PS2 version: A: We are fully taking advantage of both V.U. (that's 
Vector Unit) chips to drive the graphics for maximum performance. B: Taking 
adventage of the huge DMA bandwidth to use an unusually high amount of 
textures. C: There is full screen anti-aliasing (yes, this can be done on PS2), 
and texture mip-mapping support. D: We use the second V.U. chip (called 
V.U.1) to handle ALL character skinning, rather than just a portion of it. We 
use V.U.O (the first chip) to handle all skeletal animation transforms. What 
this means is dozens of characters are onscreen without bogging down the 
framerate. E: We have 10 individually optimized rendering loops on V.U.1 to 
speed the rendering process. F: Our PS2 graphics engine can move 
10,000,000 triangles per second, but add the gameplay, collision, logic, 
textures, sound, and all that, this number obviously goes down accordingly. 
In the end, the PS2 version of Star Wars Bounty Hunter draws around 
30,000 to 50,000 triangies, all at an average framerate of 30fps. 


For the GameCube version: A: We're taking advantage of the system's 
fast CPU to achieve a higher framerate, and; B: We're adding more 
polygons to characters on the GameCube, especially Jango, who has 
roughly twice the polygon count on GameCube. C: The GameCube’s 
texture compression allows us to use high resolution textures. D: Texture 
compression also allows for improved color variance on textures. E: Mip- 
mapping support across the board on all textures to give a rich and 
consistent environment. F: We are exploiting additional memory to improve 
load times. G: Projected shadows on all characters. H: Increased draw 
distance to allow for vista views. 


Q: Which of the bosses in the game are your favorites, and what 
bosses from the Star Wars universe would you like to fight against? 


JB: My favorite boss in the game is Komari Vosa. The build-up to your 
confrontation, and the actual battle, are a climactic end to the game. | wish 
| hadn't seen it throughout development because | would love to be able to 
experience it for the first time es someone playing the game. 


Bosses from the Star Wars universe to fight against? Darth Vader, just 
after he’s transformed from being Anakin Skywalker—so he's still young, 
agile, and evil—would be a great boss to fight against. 


Armando Lluch: Montross and Komari Vosa. | would like to see Boba Fett 
take revenge on the Sarlacc. 


Priamos Georgiades: Koman Vosa. 
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Q: Combat takes place on land and in the air. Which of these types of 
environments were most difficult to create, and why? Does the team 
have a favorite level? 


JB: They both posed certain challenges, but the jet pack system took a bit 
more time to create. Initially it was only going to be available in certain “jet 
pack safe" areas of the game, and we were going to dole out jet peck fuel 
in those areas. But once we got the jet pack working we wanted to use it 
everywhere! But we knew we didn't want to make a flight game. So then 
the problem became “How do we allow players to use the jet pack 
throughout the game and still create the combat and exploration situations 
that we want?" The solution was to create a jet pack that had limitations 
but that doesn't really feel like it has limitations. Jango’s jet pack allows 
him to actually fly. Not for a very long time (unless you get the jet pack fue 
pick-up) but it's definitely not a Force Jump. And it allows him to get to 
cover large distances, ascend to tall heights, circle around enemies while 
performing evasive maneuvers, etc. The ability for the player to create 
advanced combat techniques by combining the jet pack’s maneuverability, 
Jango's arsenal of weapons, and the lock-on and auto-aim targeting 
systems was key for us. 





My favorite levels are the ones on Coruscant. Especially when yo 
to the spot where the freighters are criss-crossing high over the 
bottomless chasm, and again when Jango is scaling Trell’s tower. ! lov 
sense of space, and the way that those levels push the player to use 
Jango's abilities. 


u get 
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Armando Liuch: Coruscant, it reminds me of "Viva Las Vegas!” 
Priamos Georgiades: The first level on Tatooine. 


Q: What music was used in the creation of the game, and were any 
original pieces commissioned? What movies would we have heard 
these pieces in? 


JB: The soundtrack for the game is a combination of John Williams's 
music from Attack of the Clones and an original score created by 2 


3 


fantastic young composer, Jeremy Soule. We combined original themes for 





characters and locations with the familiar John Williams music to create 2 
soundtrack that is both new and recognizable at the same time. So, for 


example, you might have Montross’ theme intertwined with a piece from 
Attack of the Clones. The goal was for Jeremy's new themes to blend in 
so well with the Williams's music that people playing the game will be 
hard pressed to tell the two apart. And if anyone other than John Williams 
can pull this off, it's Jeremy. 


@: Has the latest hardware 
enabled you to create 
levels without having to 
worry about draw-in 
distances, numbers of 
enemies, and how 
detailed everything is, or 
is this still a problem? 
Give us some specific 
examples. 


sunday Night Baseball, and whatever's 
SpeedVision (except NASCAR and 


The Simpsons, The Sopranos, NYPD 

_ Blue, The Shield 

Nick Pavis 

_ The Sopranos 

The Amazing Race, The Sopranos, Curb 
Your Enthusiasm 

David Wehr (Lead Level Design): 

Indian music videos 

_ Armando Uuch (Lead Animator): 

_ The Simpsons, Robotech, Mazinger Z 





JB: As powerful as the 
hardware has Become, 

still face limits on the 
number of polygons we 
can draw, the number of 
frames of animation we 
can use, the number and 
fidelity of sound effects 
etc. We're always working 
within the limitations of 
the systems, so it's 
important to know what 
you want to achieve in 
your Gameplay first, an 
then figure out to best 
achieve those results on 
each system. 


we 
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For example, we knew we wanted 2 large number, and variety. of 
characters in the game so we created three levels of detail (LODs} for each 
of the characters. Each character's distance from the camera then 
determines which of the three models we display at 
they are very far away we can use an extremely low 
and then as they move closer to the camera we : 
detailed models. This allows us to 


without slowing down the framerate. 











@ How was it working with the vocal talents of Temeura Morrison 
(Jango Fett), Leeanna Walsman (Zam Wesell), and Claney Brown 
(Montross)? Were there any ad-libs? What exactly did they do? How 
much dialog did they say? Did you use it all? 


Temeure Morrison h 
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@ If you had to create this game aaain 
differently? 





@ Certain — ous LucasArts games hawe had = 
smattering of Eggs” 
any in faa Hunter { 
developer initials, hidden cool objects, etc.}? 












@ Is it likely that we'll see any of 
the characters in this game in 
future titles, and what is the team 
working on next? What does the 
future hold for “team Bounty 
Hunter”? 





== Jango Fett Checklists 
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During this bounty hunt. Jango is partiadarly interested in the locations of all IS Mandalorian 
feathess and the prices of all 0 secondary bounties (plus the five primary bounties). Below are 
two tables showing this information Check the boxes as you take each feather or bounty. 
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Mandalorian Feathers 


walkthrough section. 


Below is a table showing the locations of all the feathers. Tick off 
the ones you have gathered. For more information, consult the 
Location 
nside beast handler’s room 
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Please note thet so 


= Bounty Hunt Completed! 


Second —cemnaeee area: 


Behind far seating area in bar 


eee a 


At end of nesmow stone comer near sanctum 


me of the bounties are worth more alive than 


dead, and vice versa. The = column displays the maximum, or 


“preferred” bounty. The tota 


(473,200 credits) is the highest you 


can receive during the Sant, if you've claimed the highest reward 
for each secondary bounty. Note that the last three missions do 
not have secondary bounties. 


Biggest 
Level Found Bounty Name Alive Dead Profit? 
[ | Boss Meeko Ghintce 
(Quiiand Station) 5,000 2,500 5,000 
[Boss Jervis Goom 5,000 0 5,000 
| ]} sess Mecko Gintes 
(Qove IV) 0 10,000 10,000 
= Bendix Fust 50.000 = 0 50,000 
|) Boss Longo Two-Guns 50,000 50,000 50,000 
| ss Komari Voss 5,000,000 5,000,000 5,000,000 
Pt Aight Arena 9 Burbakier Temp 1,000 500 1,000 
[] Pt ght Aree = Jabrogg Thung 2,000 1,000 2,000 
[|] PtGghtArens  Brakko Gaz 1,000 500 1,000 
[_] Pit Fight Arena Sobe Zediesi 4000 «= «500° ——«*1,000 
Pi GghtArese Obces Ramee 1,000 500 1,000 
[| Mechent Row —_TC-SDO 2,500 1,250 2,500 
[] MechantRow Onicrop KGn 1,500 750 1,500 
[_] Merchant Row = And-Yees 1,500 750 1,500 
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Biggest are 
. Level Found BountyName Alive _— Dead _ Profit? aa 
: [[]Mechant Row — Bobot Bea 2,000 1,000 2,000 a 
[]MechentRow Ups" Maer 2,000 1,000 2.000 
[_] Merchant Row Odnalor Chull 2,000 1,000 2,000 a) 
[_]MechantRow  GaboTichee 4,000 2,000 4,000 rs 
[] Merchant Row  NinopasOrocc 2,000 1,000 2,000 W 
[_] Merchant Row  MagoSim 1,500 750 1.500 fmt 
[] Merchant Row Eno Arba 3,000 1,500 3,000 
[_] Deddng Bays Gabo the Wided 93,000 1,500 3,000 
Docking Bays Artzam Hathan 3,000 1,500 3,000 
| Docking Bays —- Hattras Nikk 2,000 1,000 2,000 
[_] Docking Bays  Bogey Boga 4,000 2,000 4,000 
] Docking Bays Sobo Leeda 3,000 1,500 3,000 
[] Doddng Bays  Quskmg Tis 3,000 1500 3,000 | 
[_] Docking Bays Grillo Zammon 4,000 2,000 4,000 
[_] Docking Bays Bado Karps 3,000 1,500 3 000 
|] € District Jatrki Vaargaz 3,000 0 “3, 000 
(Je Dstict = UHan Swit © 2.000 1,000 2,000 
[| € District Mart Ringatz 3,000 1,500 3,000 
[ ]€ District  =—«»- OgoeHitewa «= (3500 iis 3,500 
€ District StuHenphawer 3,000 0 
[]€Dstict |. MinRumbe 4,000 2,000 4000 
| € District Ruceba Ahid 2,000 0 2,000 
[Je Derct  KasumNeto 3,000 1,500 3,000 
[_] € District Reez Andor 2,500 1,250 258 
(Je Dietict = Haangok «= 4,000 2,000 4,000 
] € District Dairn Magali 3,000 1,500 3, 000 
[léDetict Badak 3000 1500 3,000 
| € District Kip Bunyes 2,000 1,000 2,000 
[Je District = Kaeo Sk 4,000 «4,000 
[_] L District Panza Hondi 2,000 1,000 2,000 
1 District JMebGumb 2,500,250 2, 
[_] & District Regg Kuuga 2,500 1,250 
[_] 1 District Yo! Areebi 2,000 1,000 
(J Upper ty sLoowGstt 02,0002 
[_] Upper City Max Ryko 3,000 1,500 
| | Upper Gty Raim Tibekk 0 2,000 2,000 
[_] The Break In Ledd Pinot 4,000 4,000 4,000 
[_] The Breakin = WipShank = 4,000 4,000— 4,000 ~ 
[_] The Break In Natt Bordo 4,000 4,000 4,000 
[_] The Breakin -"“Shank”Balax «55,000 55,000 = 6,000 © 
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CT Sebolto's Comp. Roghma Ixsan 
[_] Seboito's Comp.  Xucaabo- 
[_] Sebolto's Comp. Mawshunba Zee 


[_] DS. Factory 
[_] DS. Factory 
(_] DS. Factory 
[_] DS. Factory 
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BogRuhx 
Mawz Dakko 
gered 
Nebulba 


Gazurga 
bnoltah 


3,000 





|_| Tasken Canyon UrrOr” Sturk 
[_] Tusken Canyon YoHamn inrk 
|] usken Canyon «= Orth Or Ur 


[_] Tusken Canyon Keejk Ganz 
[_] Tusken Canyon Halona Kinto 
[ ] Gs Paace Wartoog 
[| )@SPasce Kathe 

[ | Gs Paace Redige Duniak 
Romi Moola 
[ | Gs Patace Rixes Antab 
| )@SPaece Gissk 

[ ] @s Patace Bataddok 
[_] Gs Paace Vorksesk 
[_] @s Palace Gahsedk 
[_] @s Patace Riknak 
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U.S. $14.99 Can. $21.95 U.K. £12.99 Games/Action 
Platforms: Nintendo GameCube’ and 
“lr IH (Le PlayStation”2 computer entertainment system 









Vital strategies to 
defeat every enemy 


Crucial combat tips 
and boss strategies 






Extensive walkthroughs and 
detailed maps for every level 


Comprehensive tactics for all weapons 
and items, including the jet pack! 


All secondary bounty locations and 
Mandalorian Feathers revealed! 


wwwtlucasarts.com 


The Official Star Wars Web Site- 
www.starwars.com 
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COUT Choe TS ko) SOA GENS Miclxe) CEM MEC ELMS SO Wiel 
they! are) not lost permanently: 


People interested in helping out in any capacity, 
OEESOMSUS cl iolmeElefSxolnh 


Noy oN MATES Tene Kol=y iON MESS SETA, akore Koy We) COLiiele Clava alae} 
EWENEVO IS) tion) Uns) OUTS nee eS ES 


i NOW CON EKCKOSS clone) SAI Mine) (ACESS iol) 
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Thank you! 


